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ISSUE 41 


CREDIT WHERE 
CREDIT IS DUE 


In Different Worlds 40, two 
letters concerning various game 
reviews of mine were published. 
In answer, let me say this: To Mr. 
Neal Randall, designer of the 
Octopussy and You Only Live 
Twice modules for the James 
Bond 007 game who | mistakenly 
identified as Neal Sullivan, my 
abject apologies. Tarot must have 
slipped something in my martini. 
To Mr. Greg Costikyan, designer 
of Toon, thanks for setting the 
record straight as to Mr, Warren 
Spector's contributions to that 
marvelous game. | did include Mr. 
Spector's credit as the game's 
developer in my original review, 
but it was edited out. To Mr. 
Spector, | liked your work as the 
review obviously shows and | am 
sorry | attributed it to Mr. 
Costikyan but he was after all 
listed as the designer and we poor 
reviewers can only go by what we 
know, eh? 
Larry DiTillio 
Los Angeles CA 


ONE-STAR COMPLAINT 


In Different Worlds 38, a review 
of Faster Than Light 2448 was 
printed. The game was rated one 
star out of four. In issue 39 a 
review of Sta/king the Night 
Fantastic was printed. This game 
was given an identical rating: one 
star out of four. 

Something is wrong. 

The version of FTL 2448 that 
you reviewed in issue 38 is the 
out-of-date old version that is no 
longer available, and the new ver- 
sion is a great improvement. The 
old version is kind of a mess, 
especially compared to the new 
one. | can understand why you 
would only give the old game a 
one-star rating, even though | 
would have given it two stars. 

STLF is a massive improvement 
over old version F7L. .. It is not 
quite a four-star game; it could 
use a bit more editing, and there 
are perhaps more rules than 
necessary. 

But you rated STLF the same as 
you rated the old version of FTL: 
One star! How can this make 
sense? And why did you dig up 
the out-of-print edition for an 
unfavorable review just months 
before the new version was 
released? 

Steve Hastings 
Santa Cruz CA 


Everything below a certain level 
of quality is rated a one-star. We 


DIFFERENT VIEWS 


can’t review a game before it’s 
out. We did not know FTL was 
out-of-print and a new edition 
was coming out. —Editor 


FILM REVIEWS 
COLUMN REVIEW 


| would like to take this oppor- 
tunity to congratulate you and 
your staff for producing one of 
the best magazines in the field of 
adventure gaming. | also would 
like to wish you luck with your 
new publisher, Sleuth Publica- 
tions. If issue 39 is any indication, 
Different Worlds will do very well 
indeed in its new home. 

| do however have one area of 
complaint, and that is in regard to 
the “Film Reviews” column. First 
of all, unless something can be 
done about the lead time required 
for publication, the film reviews 
in Different Worlds are of no real 
use to your readers, What good 
will it be to know if a movie is or 
is not worth seeing if the film’s 
run ended months ago? The 
“reviews,” in this case, ceases to 
be reviews, and become 
critiques—which are better 
handled by Larry DiTillio in ‘‘The 
Sword of Hollywood.” 


Send letters & comments to: 


This brings me to the other part 
of my complaint: the quality of 
(what | will for sake of argument 
call) the reviews. Case in point to 
the lack of observation, thought 
and insight on the part of your 
reviewer, John Nubbin, in his 
review of John Carpenter's 


Starman, Anyone who dismisses 


Starman as “E.T. for adults’ has 
obviously not paid much atten- 
tion to the film—certainly not the 
attention required to critically 
analyze it or any other work. 

First, there is the matter of Mr. 
Nubbin’s use of assumptions 
rather than accurate information. 
To begin with a nitpick, who ever 
mentioned a killing atmosphere? 
No precise reason was ever given 
for the fact that Starman would 
die if not returned to his own 
people, but there is strong evi- 
dence to suggest that the reason 
was not biological—after all, his 
body was an exact replica of a 
human body. More likely, it was a 
spiritual sickness brought about 
by separation from his own kind. 
| could go on to correct more 
small inaccuracies in Nubbin’s 
article, but | will instead move on 
to a broader point. After four 


OF COURSE, OURS I9 


ONE OF THE AWER 
EMBASSIE’S. 


Different Views 
2814-19th Street 
San Francisco CA 94110 


paragraphs, Mr. Nubbin presents, 
as though it were a surprising 
revelation, the idea that Starman 
is in fact not a science-fiction film 
at all, Who ever claimed that it 
was? The fact that it concerns the 
meeting between people of differ- 
ent worlds does not mean that it 
presumes itself to be science fic- 
tion, any more than that same ele- 
ment does this to A Passage to 
India, Similarly, the fact that one 
of the characters is from another 
planet and that scientists are 
involved do not always indicate 
science fiction, If Mr. Nubbin had 
payed more attention to the 
film's depth than to his own mis- 
taken classification of it, he might 
have seen that Starman is indeed a 
fantasy, and that it is also one of 
the best kinds of fantasy: a 
thoughtful allegory. 

The fact that Mr. Nubbin makes 
no mention whatsoever to the 
allegorical core of Starman (or of 
Bridges’ Oscar-nominated acting, 
but that is another point) is proof 
to me that his review is far below 
the caliber | would expect to see 
in your magazine, Anyone with 
sufficient familiarity with Western 
litery sources would see that Star- 
man is a complex and creative 
allegory for (the beginning of) the 
New Testament. The elements of 
this allegory include Starman’s 
dual role of the announcing angel 
and the infant savior, the news of 
an impending miraculous birth, 
the position of Charles Martin 
Smith’s character as both Simeon 
and the Magi, and the flight from 
the Herod-figure, played by 
Richard Jaeckel. This letter would 
become unmanageably long if | 
were to attempt a detailed analy- 
sis of this film, but | do hope to 
encourage your readers, and espe- 
cially Mr. Nubbin, to give Star- 
man another viewing, and the 
recognition it deserves, 

{n conclusion, | can say only 
that if Mr. Nubbin prefers cookie- 
cutter movies which are easily 
categorized and in which no ques- 
tions are left for the audience to 
consider, | sincerely hope that he 
enjoys them. However, | wish that 
he would not dismiss and dero- 
gate films which are more adven- 
turous and which require deeper 
thought. 

Matthew F. Porter 
Franklin Square, LI, NY 


CTHULHU CHASERS 


Shadowchasers is a new ABC-TV 
comedy series appearing on 
Thursday nights at 8pm. It isa 
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SLEUTH 
STATUS REPORT 


I’m sure you want to know about 
what we’re working on over here 
at Sleuth. After a year here, | 
think I’ve figured it out. 


GUMSHOE: Finally available. 
Congratulations to all involved for 
another innovative game. Avail- 
able thru Sleuth (SL-2000 $35). 
BATTLEMATS: Sold out most of 
the latter part of 1985, they 
should be back in stock in early 
1986. 


CONSULTING DETECTIVE: 
New Centennial Edition. Contains 
all cases from the boxed, or the 
previous binder, edition and The 
Mansion Murders in a binder. Due 
Spring 1986. The previous binder 
edition (SL-1000) is no longer 
available. The boxed edition will 
remain the same. Price hikes in 
this line are effective in 1986. 


SORCERER'S CAVE: New edi- 
tion of a popular adventure game 
from England featuring a geomor- 
phic board that is different every 
time you play. Due Spring 1986. 
MERCENARIES, SPIES & 
PRIVATE EYES: Reprint of 
Blade/Flying Buffalo adventure 
role-playing game. Due Spring 
1986. New boxed edition due 
Summer 1986. 


GASLIGHT: Consulting Detective 
Vol. 4. Five new cases. Due 
Spring 1986. 

CRYSTAL MATS: Ala Battlemats 
but on clear vinyl. Indispensable 
for game designers. Due Spring 
1986. 

DANGER ISLAND: New edition 
of an adventure-mystery board 
game from Literary Games. Due 
Summer 1986. 


JACK THE RIPPER: New edition 
of a mystery game from Aulic 
Council. Due Summer 1986. 


KDITORIAL 


The Adventurer 


LEGENDS: English translation of 
a Celtic role-playing game from 
Jeux Descartes of France. Due 
Summer 1986. 


CHINATOWN: Gumshoe Vol. 2. 
Due Fall 1986, 

NAKED CITY: New mystery 
game from Aulic Council. Due 
Fall 1986. 


DIFFERENT WORLDS: Three 
issues in 1985: Jan/Feb, May/Jun, 
and Jul/Aug. Five issues sched- 
uled for 1986: Jan/Feb (this 
issue), May/Jun, Jul/Aug, Sep/ 
Oct, and Nov/Dec. 

SLEUTH TIMES: Still irregular, 
but Vol. III No. 2 due early 1986. 
OTHER PROJECTS: Wings To 
the Orient, an adventure board 
game of the pioneer days of com- 
mercial aviation in the Pacific. 
Chief among the rivals was Pan 
Am which recently sold its pio- 
neering Pacific routes to United 
Air Lines, Gary Grady: “The end 
of an eral” 

Don’t expect us to get all of it out 
in one year. | figure we'll get 
about 1D4+6 of the above accom- 
plished in 1986. 

| would like this opportunity to 
sincerely thank all of you who 
have wished me good luck with 
Sleuth and to continued success 
for Different Worlds. Your sup- 
port is deeply appreciated. 

Happy gaming, 


cae ae 
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By Larry DiTillio 

Greetings, oh gregarious gazers of 
the glitterland gallimaufry. Did 
you miss me last issue? Sorry, but 
Ye Ol’ Editor was awash on the 
sea of matrimony and forgot to 
tell the Sword he needed a 
column. Anywho, I’m back with 
another page of ponderings on the 
silver screen and gaming. 

Those of you poor beknighted 
dice fanatics who follow the con- 
tinuing saga of Ye Ol’ Sword will 
recall that last time around | 
departed from the usual news/ 
rumor orientation of this column 
and instead examined the relation 
between motion picture structure 
and game structure. Well, after 
speaking with fans via letter and 
in person at ORIGINS, it seems 
that most people enjoyed this 
departure. Personally, | felt the 
same way. After all, the news you 
get here you probably get else- 
where as well and this is a gaming 
magazine, eh? On the other hand, 
other fans enjoy the mention of 
an upcoming film or two, so ergo 

’ the horns of a dilemma—What to 
make of the “Sword Of Holly- 
wood’? The answer, why what 
else, a gallimaufry! Remember 
that delightful, archaic word from 
the beginning? Well don’t just sit 
there stooge, look it up! And then 
come back, there’s a few thoughts 
coming at ya! 

THE SECRET OF YE OL’ 
SWORD: Those of you who are 
He-Man fans might recall a sum- 
mer release called The Secret of 
the Sword, a film roundly berated 
for its limited animation and epi- 
sodic ‘‘kid-vid’’ story. In fact, Ye 
Ol’ Sword himself received such a 
Critique from column fan Linda 
Woeltjen who felt really ripped- 
off by what was obviously several 
TV episodes jammed together. 
Linda, like many a fan of the 
cinema, never did read the 
writer's credit, so she was sur- 
prised when | wrote her back to 
tell her | was the culprit. | did 
indeed writer four of the five TV 

’ episodes which Filmation decided 
to put together to make a theatri- 
cal release. | even created most of 
the show which those five epi- 
sodes kicked off in September. 
lronically, Linda's motive was not 
to knock me, but to praise my 
last column by saying how far-off 
Secret of the Sword was from the 
principles of film structure | 
wrote about. She was, of course, 
quite right. Had | set out to write 
a feature movie, it would not have 
been done that way. What | wrote 


was meant for the tiny tube and 
there it's not that bad. In the 
movies it's downright embarassing 
and | apologize to anyone who 
had to sit through it. (And to top 
it all off, they even spelled my 
name wrong in the credits!) 

By the way, those dying to criti- 
que Ye Ol’ Sword’s cartoon work 
can find it on four different 
shows this year. He-Man, Shera, 
Princess of Power, Hulk Hogan’s 
Rock ‘N Wrestling, and Jayce and 
the Wheeled Warriors. | recom- 
mend Jayce, especially for 
Japanese animation fans. It's done 
by Tokyo Movie Shinsha who did 
Mighty Orbots and the animation 
is nice, Anyone who sees the 
“Armada” episode, let me know 
what you think care of Different 
Worlds. 


SOMETHING FOR HOLMES 
FANS: Now that Different 
Worlds has a new home, I’m sure 
this bit of news is most appropri- 
ate. [n the works is a film project 
on Sherlock Holmes in his youth! 
Yes, you heard right, it's Sherlock 
Holmes as a teen, along with 
brother Mycroft crossing paths 
with the Napoleon of Crime for 
the first time! Interesting, yes? 
And while we're on the subject, 
I'm sure you all caught the PBS 
episodes of Holmes’s adventures, 
with the remarkable Jeremy Brett 
in the lead. For my money the 
best Holmes ever. Want some 
good news? More episodes are 
coming! Oh, and here's a little 
connundrum for you Sher- 
lockians, What fictional detective 
has been portrayed on film more 
times than Holmes? The game's 
afoot. Innundate Tadashi with 
answers, he'll feel good! 


AND EVEN MORE MYSTERY: 
It-was quite a while ago | 
announced that there were plans 
to make a movie out of the game 
Clue. Well, the plans have borne 
mysterious fruit. Clue is even now 
lensing. To keep the appropriate 
air of mystery, the script has three 
different endings with no one 
absolutely sure which will be the 
real one. Sounds like fun to me. 
It's a possible Christmas release, 
but don’t hold me to that. 


WHO KNOWS WHAT EVIL 
LURKS IN THE HEARTS OF 
MEN: Robert Zemeckis and Bob 
Gale, the writer-director team of 
Back to the Future have a most 
interesting project in development 
for fans of pulp-style mystery. 
They have made a deal to do yet 
another film version of The 
Shadow. Another? Why, uh, yes. 


SWORD OF HOLLYWOOD 


They say, the pen is mightier than the sword. 


In addition to appearing in pulps, 
books, and on the radio, The 
Shadow romped thru several 
screen versions back in the golden 
‘40s. For those of you who are 
painfully ignorant of anything 
before the ‘70s, the Shadow is the 
mysterious crime-fighting, alter- 
ego of socialite Lamont Cranston. 
Cranston donned mask, slouch 
hat, and cape to become the 
Shadow and in that guise he had 
the power to cloud men’s minds, 
thus enabling him to move about 
invisibly or extract bits of infor- 
mation from mind-numbed thugs. 
When that power failed, his twin 
.45 automatics usually settled 
things quite nicely. It should 
provide wonderful background 
for fans of Daredevils, Justice, 
Inc., and Mercenaries, Spies & 
Private Eyes. Don’t look for it 
soon, the script is not even 
written yet, but it’s a good for 
around '87. Meanwhile wet your 
appetites with a few Shadow 
novels, they’re by Maxwell Grant 
and should be available in local 
bookstores. 


ATTACK OF THE LICENSES: 
One thing was obvious at the big 
game cons this year, Tinseltown 
and DiceVille are becoming bigger 
buddies than ever before. No 
more arcana about Dragonewts, 
the news of the hour in Carse, or 
lists of all the major taverns in 
Arduin, The name of the game 
now is ‘‘Get a Movie Title.” 
There's Star Trek, James Bond, 
Indiana Jones, Battlestar Galac- 
tica, and even, gasp, He-Man (of 
that, | am innocent). More are on 
the way, too. Now as a wise man 
once said, what does it all mean? 
Well, on one hand it means the 
game field has grown to a point 
where the major object is money. 
It has in short become an indus- 
try. Movies sell and games taken 
from movies also sell, As do 
T-shirts and Fa/l Guy hula hoops 
and Ewok lunch pails. On the 
other hand, the game field is still 
populated mainly by folks who 
truly want to do a good job of 
creating a unique form of intellec- 
tual entertainment. So once again 
what does it all mean? Sometimes 
it means a truly good game, some- 


ti 


How about celluloid? 


thing that expands a known fic- 
tional universe and spurs game- 
masters and players to create new 
dimensions in existing sagas. 
Other times it’s just lots of 
chrome with no horsepower 
underneath, designed mainly to 
wrench the bucks out of younger 
gamers who are the main audience 
for movie games. Now, licensing 
per se is neither good nor evil, but 
Ye Ol’ Sword does have his reser- 
vations, Rehashing a motion pic- 
ture world takes a lot less imagi- 
nation than designing a new one 
and this lack can carry over to the 
playing as well. It would be a 
shame if players (particularly 
younger players) stopped looking 
to their own resources and started 
merely copying what they've seen 
on the silver screen. Originality is 
the hallmark of the game field 
and | think it would be a pity if 
truly original concepts were to 
take a backseat to Movie of the 
Week” games, both in design and 
play. End of sermon, onto: 
FROM THE PAST: Those of you 
who like /ndiana Jones should 
search your TV Guide for a mild 
little gem of a movie called The 
General Died at Dawn. \t stars 
Gary Cooper as an American 
adventurer in China in the ‘30s. 
Coop is a mercenary type who 
falls in love with beauteous 
Madeline Carroll. He thinks she’s 
a missionary, but she’s in reality a 
spy. Trying to end their romance 
in a particularly terminal fashion 
is evil Chinese warlord Akim 
Tamiroff, the General of the title. 
There’s plenty of derring-do and 
oriental intrigue as good guy 
Coop sides with the peasantry to 
put an end to the warlord’s reign. 
You might have a bit of trouble 
believing the ploy by which Coop 
finally puts the deep-six on the 
insidious General, but it’s wonder- 
ful bit anyway. Outstanding is 
William Frawley as a comical but 
underhanded gun runner who 
spends most of the film getting 
plastered and singing ‘‘the mon- 
keys have no tails in Zamboanga.” 
For its characterization, its 
action, and its atmosphere, The 
General Died at Dawn is a com- 
plete must-see for any gamer 
interested in ‘30s-style adventure. 


FAN NEWS: As always, when 
fans write in, Ye Ol’ Sword is 
happy to acknowledge them. To 
the already-mentioned Linda 
Woeltjen, thanks for both your 
letters and rest assured I'll try and 
do better for you and your family 
in the future. By the way, Linda 
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Module #5 in the Expanding Series 
of epee st Supplements! 


Gods of 


Re. wee 
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The Avaton Hill Game Company cress Ly} 


$18 Retail 


The first Gloranthan supplement— includes 
60 religions for RuneQuest! 


Gods of Glorantha comes complete with three books The Gloranthan Calendar is illustrated in 12 pages 
and a calendar. The 84-page Cults Book includes showing the five Gloranthen seasons and Sacred 
descriptions of 60 different suite, 13 new skills, Time, with special notation of the High Holy Days. 


11 new spirit spells, 17 new sorcery spells, 193 new 
divine spells, 13 major pantheons from which the 


60 cults are drawn, and a myriad of details relating RuneQuest Required for 
to the aS history of the world. Q * ed fo Play 
The | ok details hundreds of deities, Gods of Glorantha, as with the other modules, 


requires familiarity with either Deluxe RuneQuest 
or RuneQuest Players Box. And, like the other 
modules and supplements—Monster Coliseum, 


paroan a neasasa: Alenia with their accomplish- 
ments and inter- relationships. 


The F fe First Book covers how priests of the Vikings, Human and Non-human Adventurer 

nine pantbacnn answer the seven fundamental Supplements—Gods of Glorantha is available in 

questions which every initiate asks. leading retail outlets of games, or direct from 
For Quick 


‘\" The Avalon Hill Game Company 


= 2+\\ 4517 Harford Road « Baltimore, MD 21214 


GAMES OF 
STRATEGY 


Credit Card purchasing 
call TOLL FREE 
800-638-9292 


\rabian| 


Find fun and adventure in the mythical lands of 
Sindbad, Ali Baba and Sheherezad! 


For 1 to 6 players 

Easy to play 

Ideal for solitare play 

1% — 3 hours playing time 


Beat impudent beggars! 
Court lovesick maidens! 
Grovel before blood-thirsty 


brigands! : 

Win a fortune — and lose it — Bavenen NOT fequired 
in-atdayl Design: Eric Goldberg 
ay Sey Development: Doug Kaufman 


Gaze on the ruined splendor of 
ancient cities and weep! 

Hear your doom pronounced by mad prophets! 

Follow in the footsteps of Sindbad! 

Seek the fabulous treasures of the cavés of Ali Baba! 

Sail uncharted waters to the enchanted Undersea Kingdom! 

Pray to Allah for the deliverance of your wretched soul! 


Wander the known world — from Stonehenge to 
Timbuktu, from Samarkand to Serendib! 


Ken Rolston 


LOOK FOR THESE OTHER WEST END GAMES 


This Fall, 
Take Your 
Vacation in the 
Exotic Lands of the 


Tales of the 


A STORYTELLING GAME FOR THE ENTIRE FAMILY 


Sheherezad’s Thousand and one Arabian Nights have long been celebrated 
in literature and music. Now West End Games has captured these fabulous tales 
of fantasy in a unique game suitable for a family audience. 

Flying carpets, mighty genies, beautiful princesses and handsome princes 
all make appearances in Tales of the Arabian Nights. The true flavor of these 
beloved stories is captured in the innovative ‘‘Book of Tales” included with the 
game, where the players can convincingly find themselves living in the adven- 
tures recounted by Sheherezad. 

Tales of the Arabian Nights is a role-playing game that does not require a 
gamemaster. Searching for fame and fortune, players travel across a beautiful, 
full-color, mounted map of the known world, from the isles of Britain to the ex- 
otic Orient. They may encounter mad genies, lovesick princes, or enchanted 
treasure — with over 1001 paragraphs in the ‘‘Book of Tales,”’ the possibilities 
are endless. 

Unlike other paragraph games, Tales of the Arabian Nights allows the players 
to choose their destinies. Will they rob the prince? Will they enter the forbidden 
temple? Will they end their miserable existence imprisoned in a well, or become 
Sultan of Baghdad? Only Allah the all-wise knows. 

Anyone can read about the fantastic Arabian Nights of Sheherezad — now 
you can five them with Tales of the Arabian Nights. 


Send to: 


West End Games, Inc. Dept. DW 
251 West 30th Street Suite 11 
New York, NY 10001 


LU Praise Allah! Send me a copy of the inestimable 
Tales of the Arabian Nights for the paltry price of $18 instantly! 


| wish to purchase the following games also: 
LJ $17. Paranoia C) $18. Junta 


LJ | request the indulgence of a catalog. 
Enclose check or money order. New York City and State residents 


Paranoia — the role-playing game of 
a world gone mad! Winner of the H. 
G. Wells Award for best RPG of 
1984! Chosen by GAMES magazine 
for the GAMES 100! ‘‘Five stars” — 
Game News. ‘‘Outrageous!”’ — Dif- 
ferent Worlds. ‘‘Fast and funny.”’ — 
Analog. 


Junta — the game of Power, In- 
trigue, Money and Revolution! Three 
times chosen by GAMES magazine 
for the GAMES 100! ‘Funny and 
cynical.”"’—. New York magazine. 
“Easily the most Machiavellian co- 
Operation game‘ever invented.’’ — 
GAMES magazine. 


SS is se ee 


please add applicable sales tax. 
Name 
Address 

City State Zip 


Please print cleariv 


Conventions are the best place to meet people 
interested in games, adventure, and fantasy. 


Organizers should send details of their convention at 
least six months prior to the event for announcement 
in this column. 


CONVENTIONS 


BAYFILK Ill 

March 7-9, 1986 

At the Red Lion Inn, San Jose 
CA. Filksinging. Contact: Off 
Centaur Publications, Box 424, 
El Cerrito CA 94530, (415) 
528-3172. 

TRI-CON IV 

March 14-16, 1986 

At Poe Hall, NC State Univ Cam- 
pus, Raleigh NC. Gaming. Con- 


Oakland CA. Adventure gaming, tact: NC State Gaming Society, 
Contact: DunDraCon, Attn: 1.0. PO Box 50201, Raleigh NC 
Green, 386 Alcatraz Ave, Oakland 27650. | 
CA 94618. SimCon VIII 

ORCCON 1986 March 21-23, 1986 

February 15-17, 1986 At the Univ of Rochester's River 


At the Los Angeles Airport Hyatt Campus, Rochester NY. Adven- 
Hotel, Los Angeles CA. Adven- ture gaming. Contact: Jevon Gar- 
ture gaming. Contact: Diverse rett, PO Box 29142, Rvr Sta, 
Talents, Inc., Box 8399, Long Rochester NY 14627. 

Bch CA 90808, (213) 420-3675. HAVOC II 

BASHCON ‘86 May 3-4, 1986 

March 1-2, 1986 At the South Middle School, Wal- 
At the Univ of Toledo Main tham MA. Adventure gaming. 
Campus, Toledo OH. Adventure Contact: Al Garnache, 142 Clark 
gaming. Send SASE to UT-BASH, St, Waltham MA 02154. 
BASHCON ‘86, 2801 W Bancroft, GHOST CON 1986 

Toledo OH 43606. June 27-29, 1986 


| If you wish to see your conven- 

| tion announced in Different 
Worlds, send us the name of the 
event,dates, location, who to con- 
tact, the number of attendees 
expected, and the number of 
attendees you had last year. There 
is no charge for this service. 


At the LaSells Stewart Ctr, Ore- 
gon State Univ, Corvallis OR. 
Adventure gaming, comic books, 
SF&F. Contact Ghost Town 
Enterprises, Ltd., PO Box 3004- 
221, Corvallis OR 97339, 


L.A. ORIGINS ‘86 

July 3-6, 1986 

At the Los Angeles Airport Hyatt 
Hotel, Los Angeles CA. Adven- 
ture gaming. Contact: Diverse 
Talents, Inc., Box 8399, Long 


Bch CA 90808, (213) 420-3675. 


TIMECON ‘86 

July 25-27, 1986 

At the Red Lion Inn, San Jose 
CA. SF&F, adventure gaming, 
filksinging, Contact: TIMECON 
‘86, 124-H Blossom HI Rd, San 
Jose CA 95123, (408) 629-8078. 
DunDraCon X 

| February 14-17, 1986 

At the Oakland Airport Hyatt, 


For further information, contact 
the convention organizers 


directly. o 
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Continued from p. 2 obtaining his next research grant, 
and a free-lance journalist/writer 
(for National Enquirer-type maga- 
zines) who have teamed up to 
complement each other's strong 
points. Catch Shadowchasers 
while you can because its com- 
petition is The Bill Cosby Show 
and Magnum, P.!. Oo 
Thomas M. Holsinger 
Turlock CA Subscriptions are $6 for 6 issues. Single copies are 
we $1 each. Send to: 


cross between Ghostbusters and 
scenarios in investigative role- 
playing games such as Ca// Of 
Cthulhu, 

Its modern-day characters are a 
junior Georgetown science profes- 
sor ordered to investigate super- 
natural events as a condition of 


KNIGHT STEEL 


A RPG fanzine for the only the most 
heroic of adventurers, Each issue contains 
more information detailing an incredible 
fantasy world. 


HOLLYWOOD © 


Continued from p. 4 


Daniel Gessel, 5 Roylencroft Ln. 
ization, To Mike Jarrell and fam- Rose Valley, Pa 19065. 
ily, it was a pleasure meeting you 
in person at this year’s ORIGINS, 
good luck with Chronicles Of 
Chaos and your new post. Hope 
young Jeremy enjoyed. A plea- 
sure also to cross paths with Fred 


mentioned that she was going to 
screw up her courage and attend 
her first game con but had a bit of 
trepidation about whether a 


middle-aged housewife would fit 
in, Rest assured Linda, game cons 
are for everybody, Ye Ol’ Sword 
himself is well past thirty and has 
no trouble feeling right at home. 
Hope to see you at ORIGINS in 
‘86 and keep writing. To old 
acquaintance Tom Granvold, yes | 
did indeed mention Return To Oz 
in the column, several times as a 
matter of fact. Thanks for the 
kind words about last column's 
change of pace, next column |’m 
toying with the notion of examin- 
ing movie characterization and 
how it can help in game character- 
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Kiesche |||, Fred you're a mad- 
man, thanks so much for your 
excellent Cthulhu scholarship, | 
blush at the mention of my name 
in such demented activity. | think 
that covers everybody, yes? If 
you want to see your name in 
print, you've got to write it down, 
‘along with some useful comments 
for Ye Ol’ Sword and send it to 
Different Worlds. \ love letters! 
Well, before | get the hook, it’s 
time for me to resheathe the 
blade of Hollyweird and say 
adieu. So, adieu! See ya next 
time. 
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CREATE YOUR OWN STORY 


NO MATTER WHAT YOUR ABILITY, WHETHER YOUR PRE- 
FERENCE IS HORROR OR MYSTERY, DARK CULTS !S FOR YOU! 


1-4 players create a suspense filled tale by using many 
key words and images to represent elements of plot, 
mood, and character. 108 masterfully illustrated cards 
give the thrill of seeing the events in an ever changing 
adventure that can never be duplicated. Complete with 
rules & character sheet, this unusual “cult” game is a- 
vailable now with THE CULTIST magazine for $7.95 ppd. 


—IN THE LOVECRAFT & HITCHCOCK TRADITIONS! 


* DARK HOUSE-R1, BOX 140-A~ THEILMAN, MINN. 55978 


Example depicts @ {... 
one possible card 

sequence randomly 
created from which 
players would add 
their own imagina- 
tive interpretation 


in a spirit of fun 


The Adventures of 


DOC SAVAGE 


THE MAN OF BRONZE 


By Michael Szymanski 


PONE 


DOC 


2) CENTS 


AVAGE 


MAGAZINE 2. 


The world is in peril, a foul villain plots a terrible fate for Human- 
kind, and the authorities are baffled, utterly helpless before this 
plague of evil. Only one man can stand against such dire threats and 
emerge victorious from the confrontation; a tall bronze-skinned 
defender of justice whose exploits have thrilled readers for over fifty 
years—Doc Savage, The Man of Bronze. 


To be precise, it has been fifty-two 
years since pulp writer Lester Dent, 
writing as Kenneth Robeson, penned 
Doc’s first adventure for Doc Savage 
Magazine in 1933, and those stories 
are just as popular now as they were 
then—but for different reasons. 


HERO OF THE TIMES 


The Thirties were of course the 
Depression years, a time when many 
sought to escape for even a few hours 
from a life of unemployment, bread 
lines and soup kitchens into a fast- 
paced, action-packed adventure which 
inevitably roared down to that oh-so- 
treasured happy ending; and that was 
exactly the formula Lester Dent used 
for Doc’s adventures. 

The reader was immediately embroil- 
ed in a terrifying series of bizarre 
events, whisked away on high-speed 
chases over land, sea, and in the air, 
caught up in wild brawls with the bad 
guys and involved in daring escapes 
from certain doom—all in the space of 
about a hundred and twenty pages! To 
this formula Dent also added his 
remarkable—and prophetic—genius for 
gadgetry. The pages of his tales are fill- 
ed with such wonder as radar, nerve 
gas, wire recordings, and anesthetic 
bullets—items which were not to 


become a reality until nearly ten years 
after Dent wrote about them; and even 
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then it was Dent himself who invented 
a number of those devices. 


In the Forties the formula was much 
the same, save that now the dastardly 
villains were Tojo and Hitler. The read- 
ing audience had also grown more 
sophisticated by this time, but fortu- 
nately Dent had begun polishing and 
refining his work, and was in fact 
beginning to explore the personalities 
of the character he wrote about. This 
gave the stories out of this era more 
dimension, lending them a sense of 
reality very similar to the espionage 
thrillers of the present day. 

And how do these pulp masterpieces 
hold up in the Eighties? Well, obvious- 
ly the style and dialogue are dated, but 
the plots are so unique and the action 
so unrelenting that such shortcomings 
can be completely overlooked. Doc 
has been quite popular with college 
students in recent years, and this may 
very well be because of those short- 
comings. The camp, the slightly naive, 
“PG” approach is actually quite re- 
freshing in an age where every story 
must have some deep philosophical 
meaning—or at least a little sex. Then 
too, there is that need to look back, 
the nostalgia craze which is bringing 
about the syndication of such by-gone 
TV classics as Gilligan’s Island and 
Leave it to Beaver, We today have our 


James Bond and Indiana Jones, but 
who was the hero of the Thirties and 
Forties? Well now you know—it was 
Doc Savage. 


MAN OF ACHIEVEMENTS 


Doc was a bronze superman; a scien- 
tist, surgeon, detective—you name it, 
he did it, and with remarkable exper- 
tise. He was indeed a giant of a man, 
but was so perfectly proportioned that 
his size was not discernible until he 
stood beside someone of mortal stat- 
ure. His size, his closely-cropped 
bronze hair and gold-flecked eyes 
made of him a physically outstanding 
personage. 


Young Clark Savage, Jr., was raised 
from the cradle to be the ultimate 
adventurer. His education was very 
carefully planned, and almost before 
he could walk, his father started him 
on a two-hour daily routine of exer- 
cises designed to develop muscles, 
brain, and senses to their maximum. 
He took his formal schooling from a 
team of the world’s top scientists, 
working intensely at his studies with 
the aid of a phenomenal IQ and a 
photographic memory; his talents 
began in the fields of medicine and 
surgery, but eventually expanded to 
include all branches of science and the 
arts. 


The boy also traveled extensively, 
and this too was part of his education. 
Doc learned yoga in India, savate in 
France, and fencing in the courts of 
the world masters; in these instances 
his tutors were always the very best in 
their professions, even those who 


DIFFERENT WORLDS 


taught him to pick locks and open 
safes. He could shatter glass with his 
voice, and was capable of great feats of 
mimicry and ventriloquism, accom- 
plished quite fluently in over fifty lan- 
guages. He was an acrobat, a composer, 
musician, and painter—all at the age of 
but fifteen years. 


At that time, Doc’s training was 
interrupted by America’s entry into 
World War I. Lying about his age, 
young Savage entered the Armed 
Forces and was sent off to fight in 
Germany. There he was captured and 
thrown into a high-security prison 
camp, where he met five men who 
would one day accompany him upon 
his world-spanning daredevil exploits— 
they of course promptly made good 
their escape from prison and rejoined 
the war. 


The war ended and the years passed— 
but Doc was never idle. He and his 
father established the famed ‘crime 
college’ in the mountains of upstate 
New York, where hardened criminals 
were cured of their evil ways and 
released as productive members of 
society; this project was of particular 
importance to Doc, for he had already 
pledged his life to fighting crime and 
evil, but he did not wish to do so by 
committing murder himself. 


It was also during this time that Doc 
constructed his Fortress of Solitude in 
the frigid Arctic wastes. No one else 
on Earth knew of the location of the 
Fortress, to which Doc would retire 
from time to time to keep up with the 
latest scientific advances and work on 
a number of complex and sometimes 
dangerous experiments. This was the 
one place in the world where Doc 
could not be reached, a situation 
which caused much difficulty in more 
than one adventure. 


THE NEW YORK STRONGHOLD 


The most important occurrence of this 
period of Doc’s life was the founding 
of a headquarters on the eighty- 
seventh floor of the Empire State 
Building. Taking up the entire floor, 
the HQ was for the most part a labora- 
tory and library where the various and 
curious clues obtained during and 
investigation were taken for analysis 
and identification—almost all of the 
lab equipment was of course designed 
by Doc. This lofty establishment also 
boasted an operating room, living 
quarters, reception room, and a host 
of audio-visual security devices design- 
ed to screen prospective clients and to 
protect the adventurers from hired 
thugs with murderous intentions. 

This super-suite was also jam-packed 
with spy holes and secret doors which 
allowed Doc and his companions to 
move freely in and out of the building 
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without been seen. The most popular 
of these routes was the “flea run,” a 
high-speed pneumatic tube which 
transported passengers in a_bullet- 
shaped car from the Empire State 
Building to a run-down warehouse in 
the waterfront district, an establish- 
ment bearing the name Hidalgo Trad- 
ing Company. 

That warehouse contained a wide 


variety of exotic craft, including vari- 
ous boats, amphibious and trimotored 
planes, two yachts, a prototype heli- 
copter, a dirigible, and even a small 
submarine, all essential for globe-hop- 
ping adventure. The Hidalgo Trading 
Company was also the delivery point 
for regularly scheduled shipments of 
gold from the South American coun- 
try of Hidalgo, an arrangement result- 


The 
GADGET 


GALLERY 


SAVAGE 
GADGETS 


Doc was a reflection of Lester Dent’s 
penchant for gadgetry—when stepping 
out to oppose evil, the man of bronze 
and his aides were quite literally armed 
to the teeth. Doc himself was a veri- 
table supermarket of gadgets, most of 
which were stored in the many pock- 
ets of a specially designed vest which 
he was never without. It is safe to say 
that every exotic device employed by 
the present-day spies of fiction was 
first used by Doc and his assistants in 
the thirties and forties—further tribute 
to the genius of Lester Dent, a man of 
accomplishments almost as numerous 
as Doc’s himself. 

These strange and marvelous devices, 
which today are quite commonplace, 
lent a special sense of wonder to those 
tales, and were as much a part of the 
entertainment as the plots themselves. 
It is interesting to note, though, that 
no matter what the situation, Doc 
always had just the right gadget to save 
the day; among his countless other 
skills, Doc seems to have been a man 
of incredible foresight. 


Bulletproof Longjohns. Made of a 
light-weight metal alloy which shrug- 
ged off anything short of machine-gun 
fire. 

Triple-Threat Pistols. Bullhorn-shaped 
weapons which fired a choice of bul- 
lets, explosive slugs, or anesthetic darts 
at the flick of a lever. 

Hollow Teeth. Provided a hiding place 
for many useful items, from a tiny 
coiled saw to powerful explosives. 
‘Marbles.’ Small, thin-walled glass 
spheres filled with anesthetic gas, 
chemical smokescreen, or various 
other helpful solutions. 

Climber’s Aid. A fine silk climbing 
cord and a collapsible grappling hook 
which was concealed in Doc’s belt. 

UV Tracer. Consisting of a special 
liquid poured on the floor where 
someone would step on it. This fluid 
glowed brightly under ultraviolet light, 
allowing Doc to trail the bad guys 
without them knowing it. 

UV Chalk. Used to write hidden mes- 
sages which could be seen only under 
UV light. 

Oxygen Pills. Tablets which provided 
oxygen to the bloodstream to allow 
any who took them to remain sub- 
merged for an hour’s time. 

Fake Fingernails. These usually con- 
cealed needles which delivered knock- 
out drugs. 

Tear Gas Powder. When moistened, 
this powder would produce a thick 
cloud of tear gas. Smaller quantities 
could be carried under the fingernails, 
to be activated by saliva. 

Thermite Buttons, These were sewn 
onto every shirt the adventurers own- 
ed. When crushed into a powder and 
ignited, they burned with a heat so 
intense it could melt metal. 

Pen Light. This was an adjustable 
flashlight whose beam could be adjust- 
ed from pencil-thin to room illumi- 
nating. It contained its own spring- 
operated generator, and so was able to 
produce light continually. 

Fake Skin. A false layer of artificial 
skin usually located on Doc’s back. 
Beneath it was concealed an assort- 
ment of small tools and gadgets most 
suited for escape attempts. 
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ing from Doc’s first published adven- 
ture; it was this wealth which allowed 
Doc Savage to maintain an arsenal of 
weapons and equipment necessary to 
his never-ending war on crime. 

If ever there was a man ready for 
adventure, it most certainly must have 
been Doc Savage. And adventure did 
indeed call on Doc, announcing itself 
with a personal tragedy. 


The first recorded adventure of Doc 


A 


Doc Savage 


Savage begins with the sudden and 
mysterious death of Doc’s father. The 
Man Of Bronze serves to introduce 
Doc and his companions, five men 
who stand at Doc’s side through all 
181 supersagas. 


MONK AND HAM: 


FEUDING FRIENDS 


First and most striking of this group 
was Andrew Blodgett Mayfair, who 


CHRONOLOGY 


was nicknamed Monk because of his 
remarkably gorilla-like appearance and 
pigeon-toed gait. This squeaky-voiced 
brawler who could bend a gun barrel 
with his bare hands was in fact a 
world-renowned chemist, the top man 
in his field—with the exception of 
Doc, naturally. He was also probably 
the world’s most unhandsome man, 
and certainly its most garish dresser. 
Theodore Marley Brooks, Monk’s sar- 


Doc Savage Bantam Book 

Title Magazine Books No. 1937 
Land of Long Juju* Jan April 1970 47 
1933 The Derrik Devil Feb July 1973 74 
The Man Of Bronze March October 1964 1 The Mental Wizard March October 1970 §3 
The Land Of Terror April August 1965 8 The Terror in the Navy April February 1969 33 
Quest of the Spider May May 1972 68 Mad Eyes* May March 1969 34 
The Polar Treasure June April 1965 4 Land Of Fear June November 1973, 75 
Pirate of the Pacific July September 1967 19 He Could Stop the World* July November 1970 54 
The Red Skull Aug May 1967 17 The Magic Island (Ost) Aug July 1977 89 
The Lost Oasis Sept April 1965 6 The Feathered Octopuss Sept May 1970 48 
The Sargasso Ogre Oct July 1967 18 The Deadly Dwarf (Repel) Oct September 1968 28 
The Czar Of Fear Nov March 1968 22 The Sea Angel Nov June 1970 49 
The Phantom City Dec March 1966 10 The Golden Peril Dec December 1970 55 

1934 1938 
Brand of the Werewolf Jan April 1965 5 The Living Fire Menace Jan June 1971 61 
The Man Who Shook the Earth Feb December 1969 43 The Mountain Monster Feb September 1976 84 
Meteor Menace March October 1964 3 Devil On the Moon March July 1970 50 
The Monsters April June 1965 7 The Pirate’s Ghost April July 1971 62 
The Mystery of the Snow May July 1972 69 The Motion Menace May September 1971 64 
The King Maker June February 1975 80 The Submarine Mystery June August 1971 63 
The Thousand-Headed Man July October 1964 2 The Giggling Ghosts July January 19717 56 
The Squeaking Goblin Aug April 1969 35 The Munitions Master Aug March 1971 58 
Fear Cay Sept May 1966 11 The Red Terrors Sept July 1976 83 
Death In Silver Oct July 1968 26 Fortress Of Solitude Oct April 1968 23 
The Sea Magician Nov January 1970 44 The Green Death Nov November 1971 65 
The Annihilist Dec December 1968 31 The Devil Genghis Dec December 1974 79 

1935 1939 
The Mystic Mullah Jan November 1965 9 Mad Mesa Jan January 1972 66 
Red Snow Feb July 1969 38 The Yellow Cloed Feb April 1971 59 
Land of Always-Night March September 1966 13 The Freckled Shark March March 1972 67 
The Spook Legion April March 1967 16 World's Fair Goblin April August 1969 39 
The Secret in the Sky May November 1967 20 The Gold Ogre May November 1969 42 
The Roar Devil June May 1977 88 The Flaming Falcons June November 1968 30 
Quest Of Qui July July 1966 12 Merchants Of Disaster July October 1969 41 
Spook Hole Aug September 1972 70 The Crimson Serpent Aug October 1974 78 
The Majii Sept May 1971 60 Poison Island Sept February 1971 57 
Dust Of Death Oct January 1969 32 The Stone Man Oct March 1976 87 
Murder Melody* Nov January 1967 15 Hex Nov June 1969 37 
The Fantastic Island Dec December 1966 14 The Dagger in the Sky Dec September 1969 40 

1936 1940 
Murder Mirage* Jan November 1972 71 The Other World Jan October 1968 29 
Mystery Under the Sea Feb August 1968 27 The Angry Ghost Feb January 1977 86 
The Metal Master March January 1973 72 The Spotted Men March March 1977 87 
The Men Who Smiled No More* April February 1970 45 The Evil Gnome April May 1976 82 
The Seven Agate Devils May March 1973 73 The Boss Of Terror May November 1976 85 
The Haunted Ocean* June August 1970 57 The Awful Egg June October 1978 92 
The Black Spot* July April 1974 76 The Flying Goblin July September 1977 90 
The Midas Man Aug March 1970 46 Tunnel Terror Aug September 1979 93 
Cold Death* Sept January 1968 21 The Purple Dragon Sept July 1978 91 
The South Pole Terror Oct February 1974 77 Devils of the Deep Oct December 1984 123 

Resurrection Day Nov May 1969 36 The Awful Dynasty Nov 
The Vanisher Dec September 1970 52 The Men Vanished Dec 
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torial opposite, was considered to be 
Harvard’s most astute lawyer. A dap- 
per dresser and ladies’ man, he was 
never without his black sword cane, 
the blade of which was coated with a 
potent mixture which produced in- 
stant unconsciousness. 

These two were involved in a never- 
ending feud, heaping verbal abuse 
upon one another, subjecting each 
other to rude pranks and, of course, 


vying for the attentions of the girl. 
The first one to get a moment alone 
with the girl would make a point of 
mentioning that the other had a wife 
and a small army of beloved children 
tucked away at home. This assured a 
very hot head for the loser, and pro- 
vided an upbeat ending for many a 
tale. 

The name Ham came to Brooks as a 
result of this feud, when he and Monk 


A PRINTING HISTORY 


As of this writing, 126 of the Doc 
Savage sagas have been reprinted by 
Bantam Books, with another double 
volume scheduled for release in July of 
1985. With the exception of The Man 
Of Bronze, these reissues have not 
been released in the same order as they 
appeared in Doc Savage Magazine, so a 
scrupulous reader with a keen eye will 
spot some discrepancies in the time 


were still in the service together. It 
seems that the dashing young lawyer 
was brought up on charges concerning 
the theft of a truck-full of hams.... 
This was Monk’s retaliation, for short- 
ly before, Ham had taught the unwit- 
ting chemist a few incredibly obscene 
phrases with which to greet a visiting 
French general—phrases which earned 
Monk several days in the guardhouse. 
Monk never lets Ham forget, which is 


line. However, these discrepancies have 
no bearing on the story at hand, and 
should not interfere with an enjoyable 
read. 

Here is a list of all the Doc Savage 
sagas, presented in the order in which 
they first appeared, followed by the 
date when they were published by 
Bantam and the series number of each 
book. Reflected in these titles is the 
epic life of one of history’s greatest 
adventurers. 


1941 1945 
The Devil’s Playground** Jan June 1968 25 The Hate Genius (Violent Night) Jan June 1979 94 
Bequest Of Evil Feb Strange Fish Feb 
The All-White Elf March = July 1985 127 The Ten-Ton Snakes March December 1982 114 
The Golden Man April November 1983 117 Cargo Unknown April July 1980 98 
The Pink Lady May Rock Sinister May 
The Headless Men** June December 1984 124 The Terrible Stork June 
The Green Eagle July King Joe Cay July 
Mystery Island Aug The Wee Ones Aug 
The Mindless Monsters** Sept Terror Takes 7 Sept 
Birds Of Death Oct The Thing That Pursued Oct 
The Invisible Box Monsters Nov Trouble On Parade Nov 
Peril In the North Dec November 1983 118 The Screaming Man Dec July 1981 106 
1942 1946 
The Rustline Death** Jan Measures For a Coffin Jan 
Men Of Fear Feb Se-Pah-Poo Feb 
The Too-Wise Owl March Terror and the Lonely Widow March 
The Magic Forest April Five Fathoms Dead April 
Pirate Isle May July 1983 115 Death is a Round Black Spot May 
The Speaking Stone June July 1983 116 Colors For Murder June 
The Man Who Fell Up July June 1982 112 Fire And Ice July 
The Three Wild Men Aug October 1984 121 Three Times a Corpse Aug 
The Fiery Menace Sept October 1984 122 The Exploding Lake Sept 
The Laugh Of Death Oct June 1984 119 Death In Little Houses Oct 
They Died Twice Nov July 1981 105 The Devil Is Jones Nov 
The Devil’s Black Rock Dec The Disappearing Ladyt Dec 
1943 1947 
The Time Terror Jan January 1981 102 Target For Deatht Jan 
Waves Of Death Feb The Death Ladyt Feb 
The Black, Black Witch March October 1981 108 Danger Lies East March 
The King Of Terror April June 1984 120 No Light to Die By May 
The Talking Devil May December 1982 113 The Monkey Suit July 
The Running Skeletons June July 1985 128 Let’s Kill Ames Sept 
Mystery on Happy Bones July October 1979 96 Once Over Lightly Nov 
The Mental Monster Aug 1948 
- Hell Below Sept October 1980 99 . 
The Goblins Oct March 1985 125 f Day Weeterey Jan 
The Secret of the Su Nov —- March 1985 126 The Pure Evil March 
The Spook of Grandpa Eben Dec Terror Wears No Shoes May 
The Angry Canary July 
1944 The Swooning Lady Sept 
The One-Eyed Mystic Jan June 1982 117 1949 
Death Had Yellow Eyes Feb January 1982 110 ; 
The Derelict of Skull Shoal March The Green Master Winter 
The Whisker Of Hercules April — April 1981 103 Return From Cormoral Spring 
The Three Devils May Up From Earth’s Center Summer a 
The Pharaoh's Ghost June January 1981 101 The Red Spider A newly discovered adventure 
The Man Who Was Scared July April 1981 104 first published by Bantam in 
The Shape Of Terror Aug January 1982 109 1979. Book no. 95. 
Weird Valley Sept ; 
Jiu San Oct October 1981 107 *Written by Norman Danberg 
Satan Black Nov July 1980 97 **Written by Alan Hathway 
The Lost Giant Dec October 1980 100 tWritten by William Bogart 
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probably why he has a pet pig named 
Habeas Corpus. This of course explains 
Ham’s pet chimp Chemistry.... And 
so it goes. Yet no matter how much 
these squabble, each would risk their 
life to save the other—and on many an 
occasion that is exactly what they did. 


TWO-FISTED RENNY 


Renny Renwick, the world-famous en- 
gineer, made a hobby of smashing 
through doors with his massive, gnarl- 
ed fists. He almost always wore a puri- 
tanical expression, and the more fun 
he was having, the more severe his 
expression became—fistfights made him 
look absolutely grim. He rarely laugh- 
ed, but you could always tell when he 
was surprised, for he would give vent 
to a roaring ‘Holy Cow!”’, his favorite 
phrase. Renny appears primarily in the 
earlier stories, and is rarely seen in the 
war era tales, which has always seemed 
a bit of a shame. 


JOHNNY THE DICTIONARY 


William Harper Littlejohn could best 
be described as a walking skeleton. 
When his injured left eye was operated 
on by Doc, Johnny made a monocle of 
that lens of his glasses and used it for a 
magnifying glass; this comes in handy 
for him, since he is considered to be 
one of the leading experts on geology 
and archaeology. Johnny was also an 
expert on the overuse of the English 
language. He wouldn’t dream of using 
one simple word where three compli- 
cated ones would do, exclaiming ‘‘T’ll 
be superamalgamated!”’ whenever he 
was surprised or frustrated. It was a 
measure of his respect for Doc that, 
when addressing the bronze man, 
Johnny would always revert to con- 
ventional English. 


THE ELECTRIC LONG TOM 


Long Tom Roberts was a most un- 
healthy-looking man—it was said that 
undertakers would rub their hands 
together in anticipation when they saw 
him coming. Despite being the weak- 
ling of the group he was a scrapper, 
providing a very unpleasant surprise 
for the bully foolish enough to tangle 
with him. And when his temper flares, 
even Monk keeps a respectful distance 
away. This fellow earned the name 
“Long Tom” during World War I, 
when he defended a small town against 
the Germans with a 17th century can- 
non called a ‘long tom.’ When not 
adventuring with Doc, Long Tom was 
enhancing his reputation as an electri- 
cal wizard whose many patents made 
him a multimillionaire. 


COUSIN PAT 


The unofficial sixth member of this 
elite team was Doc’s cousin Patricia, 
who shared Doc’s bronze hair, golden 
eyes, and adventurous spirit. The gor- 
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geous Pat was a perfect role-model for 
the Equal Rights movement—she was 
an acute businesswoman, an expert 
shot, and could maneuver just about 
any vehicle she encountered. But then 
who would expect anything less from 
a relative of Doc’s? 


Pat was determined to be a part of 
Doc’s adventures, and used every trick 
in the book to accomplish that feat, 
often resorting to a bit of friendly 
blackmail, or simply threatening to 
pursue the investigation on her own. 
Though she was quite capable of 
taking care of herself, Doc always 
resisted her attempts to join in, pri- 
marily because he did not want Pat to 
take the heat for any of his forays 
against the criminal world. This was 
perhaps the only battle that Doc never 
won, 


THE BATTLE AGAINST EVIL 


Doc Savage never looked for trouble— 
it always came to him. His fame as a 
champion of justice had reached to 
every corner of the world, as had word 
of the location of his New York head- 
quarters, So it was that many a soul in 
dire danger made the perilous pilgrim- 
age to the 87th floor; many were des- 
tined never to reach their goal, being 


DOC SAVAGE 
THE MAN OF BRONZE 


cut down by the mastermind’s hire- 
lings to prevent Doc’s involvement. 
But a string of mysterious words gasp- 
ed out in a final breath would give Doc 
a vital clue to work with. Often the 
bad guys would foolishly raid the HQ, 
hoping to murder Doc and his friends 
before they became aware of evil 
afoot; these attempts were doomed to 
failure, and served only to alert the 
bronze crimefighter. 

More effective—and certainly more 
successful—was the strategy of kidnap- 
ing. In just about every adventure one 
of Doc’s aides, his cousin Pat, or the 
endangered female would be abducted 
and used to hold Doc at bay. But these 
victims were far from helpless; they 
were bold and resourceful enough to 
engineer their own escape and lead 
Doc back to the hideout. One could 
almost feel sorry for the heavies of 
these epics—from the moment they 
attracted Doc’s attention they never 
stood a chance, 

During the course of the struggle, the 
female foil would invariably come on 
to Doc, who found this a matter of 
some embarassment. This was partially 
due to the fact that the dashing man 
of bronze had not had much contact 
with members of the opposite sex, and 
so he was a trifle unsettled by their 
attentions. This worked to humanize 


Doc, offsetting his superhuman skills 
and abilities to make him a more sym- 
pathetic character. But most impor- 
tantly, Doc did not wish to become 
romantically involved during this time 
of his life, for fear that the villains 
might use his love as a weapon against 
him, or that they might even resort to 
murder in retaliation for a foiled plot. 
Doc Savage continally proved himself 
to be a man of character and honor. 


THE MASTERMINDS 


The vile lawbreakers of the Savage 
supersagas were all colorful, conniving, 
and treacherous, and most were never 
unmasked until the last chapter. Often 
they would have the audacity to pose 
as a good guy, joining Doc and com- 
pany to spy upon and sabotage their 
efforts. But Doc was able to see 
through the ruse, and was always pre- 
pared for treachery. 

Doc’s enemies were usually geniuses 
in their own right, or at least smart 
enough to recognize a bad thing when 
they saw it. The threats which inspired 
those stories were usually the result of 
an accidental scientific breakthrough, 
or a chance discovery that was turned 
to evil use. 

In The Land Of Terror, the dastardly 
Kar weilded the Smoke of Eternity, 
which reduced its victims to a foul 
green vapor; this stuff was produced 
from an unknown element found in 
the crater of an active volcano. In 
Spook Legion, the mastermind had 
developed a method of rendering his 
thugs invisible, and in The Land of 
Always-Night, Doc and crew encoun- 
tered a man who could kill with a 
touch. In The Flaming Falcons, the 
evil-doer commanded large, deadly fal- 
cons who attacked and killed without 
warning, to vanish in a blast of white- 
hot flame. 

In each case the villain seeks to rule 
the world for one reason or another, 
or seeks to protect the secret of his 
existence. And in almost every case, 
these evil men are done in by their 
own inventions—an ironic though well- 
deserved fate. 


SUNLIGHT: THE DOUBLE THREAT 


It could be said that Doc’s greatest 
enemy was John Sunlight, who es- 
caped justice in Fortress Of Solitude 
to resurface for a return engagement in 
The Devil Genghis, making use of a 
device stolen from Doc’s Arctic sanc- 
tum. Sunlight was an idealist who 
sought to erase all national boundaries 
and form a unified Earth—under his 
rule, naturally. Sunlight was a truly 
worthy adversary, and the only villain 
cunning enough to challenge Doc a 
second time. In fact, it wouldn’t be 
stretching it to say that Sunlight was 
Doc’s evil counterpart. Oo 
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By Keith Herber 


During his rather short career (1917-37) as a writer of horror stories, 
H.P. Lovecraft brought to fiction a number of unique places and 
things, many of which today still serve as inspirational starting points 
for writers of the macabre. The most famous of these concepts is 
that of the ‘Cthulhu Mythos,’ a term first used by August Derleth to 
describe the mythology and pantheon of beings created by HPL and 
later added to by many others. Prior to these Mythos tales, however, 
Lovecraft wrote a number of stories dealing with other themes. 


The Lord Dunsany, Irish dramatist and 
a writer of dream-like fantasies, was an 
early influence upon Lovecraft and 
many of HPL’s first stories were 
attempts to capture the feelings and 
experience of his own dreams. Most of 
these stories were fragmentary and 
sketch-like, and it was not until some- 
time early in the 1920s that he finally 
wrote of a complete “Dreamworld” 
which could be visited by those who 
knew how to dream ‘deeply enough.’ 
This world of dreams was populated 
by many different peoples and beings 
who inhabited the cities and villages of 
this strange realm. Some of them were 
quiet and peaceful, reminiscent of the 
18th century New England that HPL 
professed such a love for; others, how- 
ever, were built about mysterious 
temples or dark citadels better left 
undisturbed. Dreamers who would 
attempt to travel out of these popu- 
lated regions to the barren wastelands 
and towering mountains beyond 
would discover dark horrors slithering 
through clefts in the rock or padding 
softly behind them when passing 
through the nighted valleys. Beyond 
even these places lay worse—the night- 
mare land of the Underworld, popu- 
lated by ghouls, monstrous Dholes, 
and others. 


It was during this period that Love- 


craft also wrote a number of more tra- 
ditional ‘horror stories,’ many Poe- 
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esque in style, and self-admitted at- 
tempts to emulate the earlier author—a 
favorite of HPL’s since childhood. One 
of the first and best of these tales is 
“Arthur Jermyn” (1920), the story of 
a man who, through the exploration of 
his family tree, discovers a not-too- 
distant ancestor that is decidedly non- 
human. A later story, “The Picture in 
the House” deals with backwoods 
degeneracy and cannibalism. In 1926 
he wrote “Pickman’s Model,” a parti- 
cularly gruesome story often reprinted 
in horror anthologies, that very effec- 
tively combines both these themes. 
Some time after “Pickman”’ Lovecraft 
wrote the story “Cool Air” and the 
novel-length ‘The Case of Charles 
Dexter Ward,” both dealing with the 
idea of life extended beyond the nor- 
mal limits and the price ultimately 
paid by those who would attempt it. 
The major portion of these stories 
were set in and around a sometimes 
real and sometimes mythical, contem- 
porary New England. “Witch-haunted 
Arkham” corresponds to Salem, Mass., 
and it was here that Lovecraft located 
the Miskatonic University—a setting 
employed by the author in many of 
his tales—whose library housed one of 
the five known copies of the dread 
Necronomicon. This volume was kept, 
by order of the University officials, 
under lock and key and public access 
to it was forbidden. Other stories took 
place in the darkest slums of Boston or 


the ghettoes of New York City where 
winding streets led to dark doorways 
through which passed strangely hud- 
dled figures. 

Lovecraft was a member of the 
‘Protestant aristocracy’ of New Eng- 
land—a descendant of one of the many 
once-influential but then decaying and 
vanishing families of Providence. Im- 
poverished, he watched in growing fear 
as immigrants settled in the New Eng- 
land area in increasing numbers, bring- 
ing with them their own ways and 
beliefs and altering the culture in 
which he had been born and raised. He 
was likewise concerned about the 
physical changes wrought by the in- 
flux of people and at least once wrote 
an impassioned letter to the editor of 
the local newspaper deploring a pro- 
posed plan to replace, with family 
housing, a series of old waterfront 
warehouses he felt of significant his- 
torical value. Many of his stories took 
place in such ancient and ‘deserted’ 
areas, located in parts of the cities that 
he now considered turned “foreign” 
and mysterious. 

Lovecraft was also an amateur stu- 
dent of his own family tree and many 
of his early tales are concerned with 
the protagonist stumbling upon some 
frightful secret regarding his own 
ancestry—either a recent ‘taint’ in the 
bloodline as described in both “Arthur 
Jermyn” and “Pickman’s Model,” or 
some deeper, more ancient ‘urge’ of 
genetic origin and pre-dating human 
existence, as written of in “The Festi- 
val.” Here the protagonist suddenly 
finds himself driven to visit a crum- 
bling New England town where, along 
with the town’s inhabitants, he eventu- 
ally descends to the vaults located 
beneath an old church. 


“The Call Of Cthulhu,” written in 
1926, is considered to be one of the 
‘key’ Mythos tales, and, it may be add- 
ed, the only one in which Cthulhu 
makes an actual appearance. However, 
it was in 1927, with “The Colour Out 
of Space,” that Lovecraft himself felt 
that he had entered a new ‘era.’ 
Although over the remaining ten years 
of his life he produced only eleven 
stories (two of them collaborations 
with other writers) among them are 
many of his finest ever. Most of them 
longer than the average short story, he 
found difficulty in selling them and 
several did not see print until well 
after his death. He nevertheless perse- 
vered and continued to ignore the 
demands of ‘commercialism’ while 
attempting to write solely for the pur- 
pose of aesthetic expression. Nearly 
destitute, he made a game of seeing 
how cheaply he could live while still 
managing to save money for travel in 
the South to visit the historic cities of 
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Charleston, St. Augustine, and New 
Orleans. 

It was during this period he wrote 
some of what were to become his most 
famous tales including “The Dunwich 
Horror,” ‘The Shadow Over Inns- 
mouth,” and “At the Mountains of 
Madness.” These and others form the 
core of Lovecraft’s ‘Mythos tales’ and 
with them he explored more deeply 
some of the themes he had begun in 
his earlier stories. “Dunwich” and 
“Dreams in the Witch-House” look 
into the possibilities of transcending 
time and space, but “Innsmouth” once 
again takes up the idea of ‘tainted 
genes’ that may lie quietly hidden in 
anyone. In “At the Mountains of Mad- 
ness” the protagonist discovers that all 
earthly life may have evolved from 
some basic protoplasm brought into 
existence artifically by beings who 
came to Earth from somewhere deep 
in space. 

According to the pre-history of the 
world described in various Lovecraft 
stories, the planet Earth may have 
been devoid of all life until two billion 
years ago when those known as the 
‘Old Ones’ arrived and began to build 
great cities of stone beneath the warm 
seas. Later they migrated to the conti- 
nents that had risen above the surface 
of the water and here built further 
great cities of towering stone. The Old 
Ones apparently created the first 
‘earthly’ life out of a need for slave- 
beasts to help build their great cities 
and it is this basic life-form that, 
through the process of evolution, even- 
tually gave rise to the human species. 
It was several hundred million years 
later that Cthulhu and his spawn 
“seeped” down from the star Xoth 
and, after inhabiting a huge continent 
in what is now the Pacific Ocean, 
began a war upon the Old Ones that 
lasted off and on for hundreds of 
thousands of years. A truce was finally 
reached and peace reigned on the 
planet for several millenia before a tre- 
mendous cataclysm sank the black 
continent of R’lyeh beneath the waves 
with Great Cthulhu trapped within his 
‘tomb.’ 

Several hundred millions of years 
then passed relatively quietly while the 
Old Ones spread their great cities 
across most of the land surface of the 
globe. It was some time later that a 
strange race of ‘flying polyps’ arrived 
on the planet to build great window- 
less cities on basalt and feed upon the 
cone-shaped beings that they found 
roaming the plains in a land that 
would someday be Australia. These 
cone-shaped bodies were later inhabit- 
ed by the Great Race of Yith who 
were able to send their minds across 
space and time so that they could 
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dwell in the place of their choosing. 
The Yithians, in the form of the cone- 
shaped animals, suddenly and savagely 
turned upon the unsuspecting polyps, 
destroying most of them and locking 
the remainder away in great crypts 
that lie far below the surface of the 
ground. 

About 275 million years ago, as the 
planet entered what later became 
known as the age of reptiles, or dino- 
saurs; a race of Serpent People came to 
power in and around Europe and Asia. 
Their civilization later fell, along with 
the dinosaurs themselves, but rem- 
nants of their cities may still be discov- 
ered along with pockets of surviving 
Serpent People. Powerful sorcerers, 
these beings were probably most often 
described by fellow writer and corres- 
pondent, Clark Ashton Smith. It was 
several million years later when the 
Shoggoths, the powerful but nearly 
non-intelligent slave-beasts of the Old 
Ones, evolved a sudden consciousness 
and revolted against their masters. The 
Old Ones — survived—exterminating 
most of the beasts in the process—but 
soon after, deprived of their work- 
animals, their civilization began to go 
into a slow decline. 

Sometime in the middle of the Juras- 
sic period, the Mi-Go, in search of the 
rare minerals on which they feed, 
arrived upon the surface of the planet 
somewhere in what would one day be 
eastern North America and immediate- 
ly began a long-lasting war with the 
Old Ones, further hastening their 
decline. As the land masses of the 
planet slowly moved apart, the two 
combatants became more and more 
separated, leading to an eventual cessa- 
tion of the hostilities between them. 
In the meantime this same continental 
movement formed a land _ bridge 
between Australia and the Antarctic 
leading to even greater wars between 
the Old Ones and the now-dominant 
Yithians with their high-level technolo- 
gies. It was not until 50 million years 
ago that the minds of the Great Race 
of Yith, sensing impending disaster for 
the planet, abandoned the cone-shaped 
bodies and fled into the future to 
inhabit another life-form, one that 
would dominate the planet sometime 
after the extinction of the human race. 
Prehistoric Earth was once again left 
mainly in the possession of the Old 
Ones. 

Their last two land-cities, one on the 
tip of South America, the other 


located on the Antarctic continent, 
remained inhabited until approximate- 
ly five million years ago when the 
increasingly cooler climate of the 
planet forced the few remaining Old 
Ones—somehow now having lost the 
ability to traverse outer space—to 


retreat beneath the sea where they 
would build their final great city some- 
where beneath the Antarctic conti- 
nent. From this time on the planet was 
populated and controlled mainly by 
species that had evolved locally from 
the protoplasm first created by the 
Old Ones. Perhaps first among these 
were the furry pre-humans that settled 
and civilized the land later to become 
known as Hyperborea, Lomar, Mu, 
Atlantis, and other early human civili- 
zations also figured into the Lovecraft 
prehistory of the planet but these 
topics were most often dealt with by 
other writers such as, again, Clark 
Ashton Smith. 


All of Lovecraft’s stories are inter- 
twined and therefore not easily classi- 
fied. It should be noted that his very 
first story, “Dagon,” written in 1917, 
could be considered a Cthulhu Mythos 
tale though written long before either 
the name or the phrase was coined. 
Lovecraft himself once wrote: 


“All my stories, unconnected as they 
may be, are based on the fundamental 
lore or legend that this world was 
inhabited at one time by another race 
who, in practicing black magic, lost 
their foothold and were expeled, yet 
live outside ever ready to take posses- 
sion of the earth again.” 

This statement has been understood 
by some (probably most influentially, 
August Derleth) to mean that the 
Great Old Ones were evil and banished 
from the planet by an alternate pan- 
theon of “good” gods that for some 
reason oppose the “evil” of Azathoth 
and the rest of the Other Gods. This 
interpretation is sometimes explained 
by those who prefer it as necessary to 
satisfy basic mythological concepts 
regarding the struggle between good ' 
and evil. Others disagree and it would 
seem just as easy to draw a correlation 
between the expulsion of the Great 
Old Ones from Earth and another well- 
known banishment, that of Adam and 
Eve, who were expelled from the 
Garden of Eden for partaking of for- 
bidden knowledge. Although they may 
have “sinned” and therefore lost an 
exalted status, they were hardly brand- 
ed as evil and it should be noted that 
most religions promise an eventual 
return to some ‘state of grace.’ This 
interpretation of the Mythos would 
also seem to satisfy some ‘mythologi- 
cal imperatives.’ 

H.P. Lovecraft was an intellectual 
who preferred, above all others, the 
controversial philosophies of Friedrich 
Nietzsche whose viewpoints included a 
belief in an existence beyond ‘good 
and evil.’ HPL created the initial ker- 
nal of the Mythos—the first writings to 
describe it—and it is difficult to believe 
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that his own viewpoint of “beyond 
good and evil” does not underlie this 
now widely-read and referred to liter- 
ary creation. 


A chronological reading of the. tales 
of H.P. Lovecraft reflect a man of con- 
tinued personal growth. His early 
stories are filled with sinister, some- 
times scarcely-human foreigners who 
lurk about the crumbling buildings of 
past ages indulging in horrifying rites 
to unknown gods; protagonists suffer 
sudden discoveries about their heritage 
and experience strange, unspeakable 
longings; the dream tales are filled 
with longings to escape into ‘another 
world.’ An arch-conservative in his 
twenties and thirties, by the time 
Lovecraft died at the age of forty-six, 
his view of the world around him had 
changed considerably. Living a simple, 
almost monkish existence, he still 
believed that an individual’s heritage 
and background were important—with- 
out them, a person could hardly be 
considered an individual—but he also 
expressed the belief that no single cul- 
ture was objectively superior to an- 
other, they just simply were. 


His last major story, “The Shadow 
Out of Time,” demonstrates much of 
this change in point of view. The crea- 
tures—the Great Race of Yith—for the 


first time were not bent upon destruc- 
tion of the human race and in fact 
barely touched upon us. Obviously 
superior to humans in many ways, the 
Yithians governed themselves by a 
natural system of sharing and upon 
their rare contact with humans, treat- 
ed these individuals with the most res- 
pect possible. All in all they lack the 
‘horrible’ qualities inherent to nearly 
all the earlier alien beings created by 
Lovecraft. Perhaps most importantly, 
the Yithians demonstrated an ability 
to transcend time and space—a life- 
long desire of HPL—simply by casting 
their minds out of their bodies and 
fleeing to another point in the uni- 
verse, escaping death and thereby 
achieving a kind of immortality, a 
deep-seated wish most likely shared by 
every human being. 
In one of his last letters (to Harry O. 
Fischer) HPL wrote: 
“,. what makes me feel cordial & at 
ease toward anyone is not so much an 
identity of tastes & beliefs & perspec- 
tives, as an assurance that my own 
tastes & beliefs & perspectives are not 
regarded as insane, incomprehensible, 
or non-existent...” 
Yrs. by still sunken R’lyeh 
Granpa Cthulhu 


—The End— QO 
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players. (MP-4500 boxed $14.95) 
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221B Baker Street. ‘‘The game is 
afoot!” In this game, you start at 
221B and travel through the 
streets and alleys of London pick- 
ing up clues and attempting to 
solve some of the most intriguing 
cases Holmes and Watson have 
ever faced. The first player to fig- 
ure out the correct answers to a 
particular mystery or crime, 
return to 221B and announce the 
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Sherlock Holmes Consulting 
Detective Poster. Available exclu- 
sively from Sleuth, this striking 
Original 3-colour rendering of the 
Master captures his look of brilli- 
ant and rapid deductive reasoning 
amid the hustle and bustle of 
Regent Street in Victorian Lon- 
don. The caption reads, ‘‘! play 
the game for the game’s own 
sake,’ of course. (SL-718 $7.95) 
Sherlock Holmes Canister, Force- 
fully decorated in full colour 
images of Holmes and Watson, the 
deerstalker and magnifier, a wait- 
ing hansom cab, gold address 


solution is the winner. The game 
is for 2-6 players and includes 
twenty original cases written 
especially for this game. (HN-23 
boxed $12.95) 

Additional cases available (twenty 
cases per set, $3.95 per set) 


HN-482 Set 2 HN-486 Set 6 
HN-483 Set 3 HN-487 Set 7 
HN-484 Set 4 HN-488 Set 8 
HN-485 Set 5 


plate for 221B Baker Street, and 
the Master with pipe by the 
talented Scott Bond. Canister is 
eight inches high and six inches in 
diameter. (SG-199 $9.95) 


Mini Pub Signs. These are minia- 
ture versions of pub signs for pubs 
actually existing in today's 
England. They are mounted on 
wooden blocks and hand finished 
with back loop for easy hanging. 
Care has been taken to preserve 
all the detail and appeal of the 
originals. (5’’x7"' $4.95 each) 
MP-185 Jack the Ripper pub sign 
MP-186 Sherlock Holmes pub sign 


Losing YourMarbles 
inCallOf Cthulhu 


RULES FOR PLAYING 
INSANE CHARACTERS 


By Thomas M. Holsinger 


Players of role-playing games are often considered crazy, but only in 
Chaosium’s Call Of Cthulhu is insanity an integral part of the game. 
Characters investigate mysteries set in the 1920’s background of H.P. 
Lovecraft’s Cthulhu Mythos stories and risk the usual fate of his fic- 
tional characters—madness. Most Call Of Cthulhu gamemasters (call- 
ed Keepers) interpret insanity as entirely removing a character from 
play, which is regretable as it deprives players of the unique oppor- 
tunity to run characters who are genuinely out of their minds. 


Losing your marbles has immense 
comic possiblities. It can be done with- 
in the existing rules as it is a state of 
mind which Call Of Cthulhu players 
quickly become familiar with, but it 
would help if there are more fully 
developed guidelines. This article in- 
troduces new tables and definitions to 
provide that aid. It includes complete 
rules for panic and gives fainting the 
same rightful prominence in the game 
as in Cthulhu Mythos fiction. Use the 
existing insanity rules save where 
changed here. 


GENERAL 


Sanity measures an investigating char- 
acter’s ability to cope with the horrific 
knowledge of the Cthulhu Mythos. 
Failure to cope results in insanity, 
though success is only relative. Con- 
tinued exposure to the Cthulhu 
Mythos will drive any character hope- 
lessly mad regardless of his initial men- 
tal stability. 

An investigator’s initial sanity rating, 
called SAN, is 5x his 3D6 POW, and is 
chiefly affected by exposure to the 
Cthulhu Mythos. The crucial design 
innovation, which makes the game so 
successful, is that learning the secrets 
of the Mythos, expressed as a percen- 
tage chance of understanding any 
given aspect of it called Cthulhu 
Mythos Knowledge, reduces SAN 
point for point. The more an investiga- 
tor learns of the Mythos, the more 
likely he will go insane. SAN’s upper 
limit is 99 minus Cthulhu Mythos 
knowledge. The lower limit is zero, at 
which point a character is Incurably 
Insane. 

The most common use of SAN is as a 
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percentage die roll to withstand the 
psychic shock of encounters with the 
Mythos and related terrifying experi- 
ences. Success or failure costs a vary- 
ing amount of SAN depending on 
circumstances, 

Insanity is a form of mental disorder 
which is not directly related to SAN. 
An investigator with a high SAN can 
be insane while an investigator with a 
low SAN can be sane, though if he 
persists in investigating the Cthulhu 
Mythos he is not likely to remain so 
for long. 

There are three basic forms of insan- 
ity: Temporary, Curable, and Incur- 
able. Temporary Insanity occurs when 
an investigator loses too much SAN in 
a single encounter and lasts from a few 
melee rounds to a few weeks. Curable 


PANIC DEFINITIONS 


Hysteria. When in danger or in doubt, run in circles, 
scream, and shout. Victims will Stampede if attacked 


personally. 


Petrification. The victim is scared stiff. He will do his 
best to stay in the center of the party and avoid 
notice by potential threats. He will not speak unless 
spoken to, will not attack or cast spells, and in gen- 
eral will do as little as possible. He will attempt to 


hide if the party is attacked, and will Stampede if 
attacked personally. Victims exhibit typical symp- 
toms of extreme fright, i.e., cold sweat, white face, 
hair standing on end, etc. 


Insanity occurs when an investigator 
loses too much SAN in an hour and 
lasts until cured by treatment. 
Incurable Insanity occurs when an 
investigator’s SAN drops to zero. It 
results in the loss of the player-charac- 
ter, who becomes a gamemaster-char- 
acter under the control of the Keeper, 
with a small chance of becoming a 
worshiper of the Cthulhu Mythos. 


SELECTING INSANITIES 


The Keeper determines the type of 
insanity and informs only the player 
of the victim so the other players 
won’t know what to expect. The vic- 
tim should then be played with his 
insanity, if possible. If conflicting mul- 
tiple insanities occur, the most dis- 
abling one applies immediately and the 
others are noted only after it is cured 
(or goes away, if a Temporary In- 
sanity). 

Keepers should use their own judg- 
ment in selecting insanities and not be 
limited to those described here. It is 
suggested that they first select relapses 
of a victim’s past insanities, then those 
suggested by the situation and only 
choose randomly as a last resort. 
Keepers are also encouraged to devise 
their own tables subject to the follow- 
ing guidelines. 


Temporary Insanities should be 
immediately disabling and their dura- 
tion should stick fairly close to that of 
the existing rules. Some _ insanities 
(Anxiety, etc.) can appear both as 
Temporary and as Curable Insanities. 
Others (Alcoholism, Multiple Personal- 
ity, etc.) can only be first developed as 
Curable Insanities for time reasons, 
but thereafter can appear as temporary 
relapses. If the latter are not immedi- 
ately disabling, add a panicked Stam- 
pede first, or a reason for the victim to 
leave the party. A Multiple Personality 
victim might develop a personality 


PANIC TABLE 


Male Investigators 
D100 Result 
01-20 Hysteria 
21-60  Petrification 
61-00 Stampede 


Female Investigators 
D100 Result 


01-40 Hysteria 
41-80  Petrification 
81-00 Stampede 


Stampede. The victim runs away screaming and will 
not stop running as long as the Panic lasts. He will run 
out of an area by his avenue of entry, unless a better 
way is obvious. When faced by alternate paths there- 
after, he will choose randomly, excluding ones of 


obvious danger. 


DIFFERENT WORLDS 


that thinks investigating the Cthulhu 
Mythos is too dangerous and go home, 
while an Alcoholic would leave in 
search of drink. 


TEMPORARY INSANITY 


Whenever an investigator loses 5 or 
more points of SAN in a single experi- 
ence, he has suffered a terrible shock 


INSANITY DEFINITIONS 


The definitions provided below are 
designed for ease of play and are not 
intended to be medically accurate. 
Some, such as “Nervous Breakdown,” 
cater to popular misconceptions of the 
1920’s. Keepers wishing to maximize 
medical realism are referred to the 
Diagnostic ©& Statistical Manual of 
Mental Disorders, third edition, which 
can be found in many county libraries. 


Alcoholism. The victim protects him- 
self from the horror of the Cthulhu 
Mythos by remaining in an alcoholic 
fog, with periodic binges. The former 
should cause varying degrees of skill 
loss and the latter should be disabling. 
Relapses always consist of binges. Re- 
member that Prohibition is in effect. 


Amnesia. Victim loses memory related 
to identity (family, associations, 
recent activities, etc.). Will remember 
physical skills, but Knowledge skills 
(except those of native tongue) may 
be reduced or lost. Mythos Knowledge 
will be lost. 

Anxiety. Victim has a bad case of 
nerves. Will jump at loud noises or sud- 
den moves (including ones by other 
investigators), perceive imaginary 
threats (but halve all Perception skills) 
and Panic whenever called upon to 
make a SAN roll, unless something 
worse happens. May tend to hide from 
actual and imagined threats. Victim 
can live an almost normal life if he 
does not engage in perilous activities 
and avoids the Cthulhu Mythos. 
Catatonia. Victim assumes fetal posi- 
tion and is oblivious to events. Will not 
resist being moved, but will always 
resume fetal position if left alone. Can- 
not walk, stand, or care for himself. 
Must be treated like a baby. 

Delusion. I am Napoleon, the mailman 
is a Wobbly anarchist delivering 
bombs, Aunt Agatha is a proto-Deep 
One undergoing the Change, and Jodie 
Foster really loves me. 

Depression. Victims are so depressed 
that they cannot function normally 
(‘Nothing matters. What’s the use of 
trying?”). They stare vacantly, have 
frequent crying jags, etc. Victims can 
talk but will usually not unless spoken 
to. They will obey simple orders and 
take care of basic needs, i.e., eat what 
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and must roll D100. A roll of INTx5 
or less means that he has realized the 
full significance of what he has beheld 
and must then roll another D100. A 
roll of higher than CONx8 (CONx5 
for famale investigators) means he 
faints for 1D6 hours if undisturbed, 
though he can be awaken after 1D10 
full turns. 


TEMPORARY INSANITY TABLE 


D100 
01-30 
31-55 
56-65 
66-75 
76-90 
91-00 


Result Duration 
Panic 
Anxiety 
Anxiety 
Idiocy 
Amnesia 
Catatonia 


CURABLE INSANITY TABLE 


D100 ‘Result 

01-15 Alcoholism 

16-20 Amnesia 

21-30 Anxiety 

31-35 Catatonia 

35-40 Delusion 

41-50 Depression 

51-60 Idiocy 

61-65 Multiple Personality 
66-75 Nervous Breakdown 
76-80 Paranoid Schizophrenia 
81-85 Phobias 

86-90 Schizophrenia 

91-95 Other 

96-00 


is put before them, dress, use the toi- 
let, etc. Can defend themselves and 
may sometimes be roused to action in 
a spectacular fashion. 


Idiocy. Victim babbles incoherenctly, 
stands with no will or interest, will not 
communicate in any way or take inde- 
pendent action. May be led or forced 
to walk, eat, stand, or sit. 


Multiple Personality. The victim has 
two or more personalities. The pri- 
mary personality is usually unaware of 
the others, The others may or may not 
be aware of each other, but know 
everything that the primary personal- 
ity does. 


Nervous Breakdown. After fainting 
and Depression, victims of Nervous 
Breakdowns have all the symptoms of 
Anxiety until cured. They can care for 
themselves and endure most strains of 
living at home, shopping, etc., but can- 
not hold a job or deal with the public. 
Everyday stress results in crying jags 
while major stress causes a relapse of 
fainting and Depression. 


Paranoid Schizophrenia. The victim is 


Investigators who lose 5 or more 
SAN points in a single encounter, real- 
ize the full import of what they see 
and do not faint, will go Temporarily 
Insane. Victims of Temporary Insanity 
who faint for 1D10 hours may not be 
awakened for the first hour, and suffer 
the full effects of the insanity upon 
awakening. Panicked investigators who 


1D10 melee rounds (check Panic Table) 

1D10 melee rounds Panic, then 1D10 turns of Anxiety 
1D10 melee rounds Panic, then 1D10 hours of Anxiety 
1D20+10 hours 
1D10 hours.of fainting, then 2D10 days of Amnesia. 
1D10 hours of fainting, then 1D10+10 days of Catatonia 


Initial Effects 

None—comes on gradually 

1D10 hours of fainting 

Gradual, or immediate upon next SAN roll 
1D10 hours of fainting 

None—comes on gradually 

1D10 hours of fainting 

Immediate 

None—comes on gradually 

1D10 hrs fainting + 1D6 days of Depression 
None—comes on gradually 

None—comes on gradually 

1D10 hours of fainting 

Varies 

Roll twice, and keep rolling until no more 96-00’s are rolled. 


an extremely dangerous homicidal 
maniac harboring a secret delusion 
which he will act upon. The victim will 
appear normal while acting out his fan- 
tasy in an intelligent and secretive 
fashion. Sometimes found with a Mul- 
tiple Personality. Imagine the potential 
of an Investigator with a secret second 
personality who worships the Cthulhu 
Mythos. 


Phobias. Choose 1D6 phobias from the 
existing rules. 


Schizophrenia. The victim is discon- 
nected from reality to a greater or less- 
er degree. This usually includes audi- 
tory and visual hallucinations which 
are often of overwhelming and not 
necessarily pleasant interest to the vic- 
tim. “‘Rats! Bats! Spiders! My sainted 
mother is crawling up my leg with a 
knife in her teeth!” A victim might 
hear voices telling him to fill the 
party’s gun barrels with toothpaste so 
they won’t hurt anyone. 


Other. Use your imagination, such as 
anti-social perversions of the sort that 
could get the publisher in trouble if 
described here. 
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are attacked and cannot get away will 
faint for 1D10 hours and develop 
Catatonia for 1D10+10 days. 

Investigators with firearms who go 
into Hysterics or Stampede will shoot 
at once at any monster causing the 
Panic, without careful aim and regard- 
less of any intervening friendly investi- 
gators. Hysterics will keep firing until 
their weapon is empty. If this fails to 
kill or drive off the monster, they will 
drop their weapons and Stampede. 
Stampeders will get off one round, or 
both barrels of a double-barreled shot- 
gun, and then run, They must make a 
Luck roll to retain the weapon. 


CURABLE INSANITY 

An investigator will immediately devel- 
op Curable Insanity whenever he loses 
20% (1/5) or more of his SAN within 
any given hour. Usually a victim of 
Curable Insanity will faint at once 
from the psychic shock of losing so 
much SAN. This fainting spell, if it 
occurs, will last for 1D10 hours and 
the victim cannot be awaken during 
the first hour. The full effects of the 
insanity are noted when the victim 
awakes. Gradual effects take about a 
week to fully develop (usually bit by 
bit after each sleep period) unless it is 
a relapse, in which case it has immedi- 
ate effect. a] 


SUNSPOT ACTIVITY 
BALONRY’ ~WHy 
CANT YOU JUST ADMIT 
YOU LOST FAIR AND 
SQUARE 2/ 


Imagine your flesh being flailed from your 
bones. What's the fun in that you ask? Well, 
pick up your flesh and enter the bizarre and 
sometimes glamorous world, known as Big 
Time Wrestling. 


TOMASIC 


... L AAID, I'VE INVENTED A 
DEAF RAV /SLZLZ 


because there may be NO tomorrow 


Armadillo Games 
105 Giffords Church Rd. 
Schenectady, N.Y. 12306 
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Ever want to be a character in the 
books you’ve read? Or help rewrite 
some of the chapters? Here’s your 
chance! You are a Time Traveler 
thrust into a world that you know little 
about, using all of your skills and 
contacts to make alliances with the 
inhabitants, watching out for spies, 
assassins, false rumors, and those 
Time Travelers who have chosen to 
join one of the ‘other’ sides. Of 
course, you will have your ever-loyal 
band of followers to help guide you 
through this new world. With the right 
information and some good timing, 
you can change history to your 
benefit. 


OTD is a role-playing game played through the mail. To begin writing your part 
of the story, send $15 for a rulebook, start-up, and first five turns (or $2 for just 
the rules) to: 

TWIN ENGINE GAMING, 3254 Maple Leaf Ct., Dept.214, San Jose, CA 95121 


22 


DIFFERENT WORLDS 


fF MURDER | 
OFF MIAMI 


‘DENNIS WHEATLEY 


Ai Murder Mystery Planned 
i wie ie 1930s crime dossier that 
H jmade publishing history. It 
{comes complete with actual 
icles Youcanhandiethe 
x icable reportingdeathon 
+a private yacht— hold the 
OFF MAME twist of hair removed from a 
== comb  ** examine the used 
matches found in one cabin~and the blood- 
stained curtain 4 in another. 


your own detectiv 


H Be ie 
and check whether you come up withthecorrect solution 
H given in the special sealed section q 


The classic set of crime 
dossiers which have become 
modern collectors’ items! 


MURDER MYSTERY 
DOSSIERS 


By Dennis Wheatley 
Planned by J.G. Links 


Murder Off Miami. When Murder 
Off Miami, the first crime dossier 
in this series, was reissued in 1979 
it was an immediate success. The 
press and public met it with glow- 
ing reviews: ‘’The book created a 
sensation when it appeared in 
1936; its reappearance should 
create another delighted shock 
wave among crime buffs.”” 
—Chicago Sun Times. ‘‘The 
mystery nostalgia book of the 


beg: aman 


photograph? 


year.”’—Cincinnati Post. "So we're 
not Sherlock Holmes and Doctor 
Watson, Fun trying though—to 
the last bloodstain.""—Los Angeles 
Times. ‘', .. a challenging piece of 
escapism and a delightful mental 
exercise which is, most of all, 
fun,”—Charlotte NC Observer. 
(MF-6264-0 softcover 100pp illus- 
trated 


Who Killed Robert Prentice? The 
second crime dossier was eagerly 
awaited to follow the remarkable 
success of Murder Off Miami. 
When Who Killed Robert Pren- 
tice? was published in 1980 the 
reception was again fantastic: 
“The most enchanting murder 
mystery I’ve ever experienced. 
Why don’t you and your mystery 
friends have a Who Killed Robert 
Prentice? party? Should be mur- 


ADVENTURER’S LIBRARY 


Available thru Sleuth. 


THE 
Malinsay 


Massacre 
Di WHEATLEY 


A Mordor Mystery Bd ty 


+ Malinsayis dead, and 
loan sae farnily. 


H to Viscount Raeburn? 

Whose fpeusating is onthe label and who 
putarsenic ,infhe “i=”  peppermtints? Is the 
beautiful Countess conspiring with 
her lover oris™ the secret of the Malinsays 
hidden in the past? te 
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derously good fun.""—Philadelphia 
Inquirer. ‘'A whodunit not easy 
to solve, therefore the best kind.” 
—Chicago Tribune. ''Aspiring 
detectives will have a great deal of 
fun with this murder mystery, 
cleverly presented. . . .""—Pub- 
lishers Weekly. ‘'A clever idea and 
a challenging puzzle.”—Los 
Angeles Times. ‘Wonderful, 
delightful fun... don’t miss it.” 
—Columbus Dispatch. (SM- 
774134 softcover 100pp illus- 
trated St*-95} 


The Malinsay Massacre. It seems 
the public just can’t get enough of 
the crime dossiers, The third title 
in the series, The Malinsay Mas- 
sacre published in 1981, was 
greeted once again with enthusias- 
tic reviews: ‘‘Irresistible .. .” 
—Philadelphia Inquirer, “Chal- 


Use order form on page 39. 


lenging .. . Fun and games for the 
whole family.”—T7The New York 
Times Book Review. *‘Absolutely 
stunning in its ingenuity. | defy 
anyone to figure the whole puzzle 
out,”"—Cincinnati Enquirer. (SM- 
757981 softcover 93pp illustrated 
S298) 

Herewith The Clues. The fourth 
murder mystery dossier is now 
published as an exact reproduc- 
tion of the best-selling 1930s 
original down to the last detail, 
including the actual clues, Here- 
with The Clues completes the 
classic set of crime dossiers which 
have become modern collectors’ 
items. (SM-744472 softcover 
100pp illustrated $18r05) 


Now available for $11.95 each or 
all four for $39.95, 


THE BEST SURFACE 
FOR ROLLING DICE 


BATTLEMATS ($10.00 each) 
SL-3000 21mm square grid 
SL-3010 25mm square grid 
SL-3020 16mm hex grid 
SL-3030 21mm hex grid 
SL-3040 25mm hex grid 


MEGAMATS ($20.00 each) 

SL-3045 21mm square grid 

SL-3050 25mm square grid 

SL-3060 21mm hex grid 

SL-3070 25mm hex grid 

SL-3080 30mm numbered hex 
on black vinyl 


BATTLEMATS™ av MEGAMATS™ 


THE PERFECT SURFACE FOR PLAYING OUT YOUR ADVENTURES 


© Made of durable expanded viny! 
with cloth backing. These mats 
come with a lifetime guarantee 


PENS 

SL-3400 Set of four (red, blue, black, 
green) in case: $4 per set 

SL-3410 Single black pen: $1 each 


Available thru Sleuth 
Use order form on p. 39 
SSS 


“e Spilis wipe away easily 


® Completely Portable — they roll up for 
travel or storage yet lie flat when in use 


® Makes the ideal aid for Game Designers 


er" ¢ Draw your layout right on the surface 
with water based overhead projection 


© Battlemats (23 %2" x 26”) and Megamats (32” x 48") are pens — then wipe away with water 


available in Squares; staggered squares and hexagon 
patterns. Our new 21 mm. size makes it easy for players 
to convert 25 mm. scale to 5 ft. per sq/hex 


© Please check with your local dealer for the latest styles 
available 
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By John Nubbin 


GODZILLA 1985 


Producers . . Tomoyuki Tanaka/ 

Anthony Randel 

Directors. . . . Kohji Hashimoto/ 

R.J. Kizer 

Screenplay. . . Shuichi Nagahara/ 

Lisa Tomei 

Photography. . . . Kazutami Hara 

MUSTO scovs.t0 bese: v8 Reijiro Koroku 
CAST 

Steven Martin . . . Raymond Burr 

P.M. Mitamura. . Keiji Kobayashi 

Goro Maki....... Ken Tanaka 


So—what is the purpose of this 
column, anyway? Why talk about 
film at all in a game magazine? 
What possible use could it be for 
anyone trying to survive a Sunday 
afternoon in cardboard mapland? 
Believe it or not, there are valid 
answers, 

Gamemasters are directors; they 
are also special effects makers, 
cast assemblers, set builders, etc. 
Role-players are actors and 
actresses. Those good at their jobs 
create good games, lasting adven- 
tures which stay in the minds of 
those who live through them. Bad 
players waste their time and other 
people's, 

Studying film helps role-players 
do their jobs better. Those who 
can distill what is happening in a 
good movie and apply it to their 
gaming will have more fun, Plain 
and simple. This column tries to 
direct its readers toward well- 
written, well-directed motion 
pictures, always trying to point 
out how good stories are crafted 
as opposed to bad ones. When a 
rotten film is pegged for slicing, 
the scalpel aims for the same 
points in that rotten film which 
make for rotten gaming. 

Thus, many big, expensive, 
highly popular films get passed 
by. Back to the Future is a terrific 
film—no doubt about it; but 
everyone knows that. No need to 
talk about it here. Supergir/, on 
the other hand, got trashed or 
ignored by the critics. One has to 
wonder why, since the picture 
was one great adventure. The 
heart that film showed was a per- 
fect example of what all game 
directors would be trying to 
enfuse every one of their cam- 
paigns with. 

At present, there are a score of 
films we could talk about. This 
summer has given theater 
audiences every manner of adven- 
ture, horror, fantasy, and science- 
fiction films it could want. But 


which one should gamers be going 
to to pick up pointers for their 
next round, either behind the 
camera or in front of it? In all 
honesty, the answer is Godzilla 
1985, 

As a personality in this country, 
Godzilla is somewhat of a joke. 
Over the years, his films have 
grown sillier and sillier. He has 
gone from simple monster status 
to that of protector of Japan and 
friend of all the little children. 
How did such a transformation 
happen? Simple. 

When Goazilla, the original film 
was made almost thirty years ago, 
the picture was actually the bitter 
protest of a society which had 
suffered the wrath of nuclear 
weapons. Godzilla was nothing 
less than a symbol for nuclear 
energy—destructive, all-powerful, 
unstoppable, brainless, undiscrim- 
inating. He tore through Japan for 
no reason—not hunger, or anger, 
or hate—just because it was there. 
There is not the slightest doubt 
that the 1956 Godzilla was a 
crude film, but a powerful one— 
one which shook its fist at the 
world, damning those who would 
unleash such things as atomic 
bombs on the shores of Japan. 
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A fire-breathing Godzilla evacuates 


FILM REVIEW 


See page 44 for more film reviews! 


Over the years, however, the 
message got lost. Nuclear energy 
began to work for the Japanese, 
and so, so did Godzilla. The radio- 
active king of the monsters 
became a karate star, a dancer, 
and a clown. He got his own 
comic book; he made commer- 
cials. He got fat and boring and 
repetitive—and not worth any- 
one’s time. 

All that has changed, however, 
in Godzilla 1985, As far as this 
newest movie in the series is con- 
cerned, none of the other films 
save the first exists. When the 
monster is sighted, the entire 
world is plunged into terror. The 
realism of the planetary concern 
is dramatic and tense, but more to 
the point, it is believable. When 
the Russians and Americans 
threaten to nuke Japan to kill 
Godzilla should he come on land, 
no one is kidding around. 

Suddenly, the old, the original 
Godzilla is back, tearing up the 
landscape in scene after scene, 
and he is awesome to behold—as 
is the whole picture. The sets are 
spectacular. Japanese miniature 
work has never looked better. 
After years of pointedly ignoring 
Western film techniques, sudden- 
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the city. 


Copyright ©1985 New World Pictures 


Bonus Review! 
GODZILLA 1985 


ly, smoke’is being used to hide 
giveaway signals, night shots are 
being added to emphasize and 
enhance reality. A totally Western 
score has been adapted—giving the 
feel of the movie the texture the 
other films in the series have lack- 
ed over the years. 


Indeed, if it were not for the 
traditionally awful dubbing (used 
instead of subtitles, no doubt to 
ensure the American ‘youth’ mar- 
ket), the film would be practically 
flawless, But, as it stands, God- 
zilla 1985 is the best giant mon- 
ster movie in decades. |n truth, 
this country can only place the 
original King Kong and the fifties’ 
classic Them against it and the ‘56 
film which started it all. 

And what do Godzilla, Godzilla 
1985, King Kong, and Them have 
in common? Only one thing: 
They were all made in deadly 
earnest. No one was kidding 
around—there were no tongues in 
the writers’ cheeks. They were all 
made by men and women dedi- 
cated to producing a top-notch 
product. One they believed in— 
One they took seriously. 

Godzilla 1985 is a large-screen 
film. It is a movie that begs to be 
seen in a theater. Of course, for 
most people, that is impossible 
now. One can only hope the video 
tape will be available, for this is 
One picture no one should miss. 
Most people gave up on Godzilla 
as a concept some time ago. The 
giant Asian lizard had gotten too 
silly, too farcical for them. No 
one really felt there would ever be 
another good Godzilla film, for 
they could not see any way to 
repair the damage which had been 
done by the earlier films. 

Luckily, director Hashimoto 
knew the simplest solution. He 
took his work, and his subject, 
seriously. And suddenly, a legend 
was reborn, more powerful, more 
frightening than ever. Sometimes 
walking the thin line between 
taking something too seriously, 
and not seriously enough is too 
difficult for people and they opt 
for the easy way out. These are 
the people who steal our money 
at the box office, and who waste 
our time in their homes with 
boring games, Dramatic success is 
only a matter of degree, 

Thankfully, the Japanese have 
turned up the heat in Godzilla, 
making him the King of the Mon- 
sters Once more, certainly not an 
easy task, but as proven by the 
existence of Godzilla 1985, not 
an impossible one either. Oo 
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You knew it was dangerous when you first joined the 
Project, but you had hoped that the worse was behind 
you now. The shock of awakening in the 22nd century 
seemed to bring you closer with the other members of 
your team. They’ve become your last link to life before 
the holocaust. As you move through the trees you begin 
looking for clues that might explain what happened to 
your missing companions. A glint of steel catches your 
eye—a tranquilizer dart. Whoever it is, has captured your 
friends alive and possesses some technology. From over 
your radio a team member announces they've found tire 
tracks leading south. You regroup at Damocles, your 
main base, Fearing for your friends’ safety you act 
quickly. Leaving a skeleton crew behind, the rest of you 
set out in the fusion-powered V-150 in search of your 
missing comrades. 


By Robert Rosenthal 
Illustrated by Walter Moore 
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CAMPAIGN 
BACKGROUND 


PROJECT 
DIRECTOR’S 
BRIEFING 


THE ABDUCTION 


As a member of the Morrow Project, an organization dedicated to 
preserving mankind, you had agreed to be cryogenically frozen. You 
expect to awake shortly after the next nuclear war, sometime before 
the year 2000. Teams such as yours were planted all across the U.S. 
with the most sophisticated equipment, but as always, ““The best laid 
plans of mice and men... .” 

Your team awakes in the cruel environment of the 22nd century 
where genetic mutations and vicious clans threaten your survival. 
Upon awakening you were to be contacted by prime base and given 
orders based on the situation at hand. It has been over a year and 
that contact has never been made. So you follow your prime direc- 
tive, to aid the surrounding populace however you can. You set up 
your own prime base at an ex-army complex you've found in the 
upper peninsula of Michigan. The base is run by an artificially intelli- 
gent computer known as Damocles. With its help you have managed 
to raise other teams rallying them at Damocles. Life is not easy but a 
new era begins to bloom. 

News of your gallantry and knowledge began to spread. These 
tales aroused the curious who were looking for a place to settle. It 
also aroused the greedy who were looking for profit. 


This scenario is designed for an ongoing Morrow Project campaign. 
Members from an existing team are abducted by Slavers and sold to a 
group of renegade geneticists known as the Breeders. During playtest- 
ing, two members from Damocles were kidnaped while out on a 
hunt. The remaining team was then led on a cross-country odyssey to 
find them. Exactly where this takes place will be largely dictated by 
the campaign in progress. On the search the team ran into a small 
military force and the sworm enemies of the Morrow Project, the 
Warriors of Krell. The Morrow team at Damocles had their own prob- 
lems, as they had to fight off an attack from an advance group of 
Krells, The scenario ended with the team finally rescuing their cap- 
tured companions only to find themselves cutoff from Damocles by 
an army of Krells. All or none of these events may apply to your 
campaign, but fleshing out the adventure should give the imaginative 
Project Director something to think about. 


tracking roll tire tracks will be found indicating which 
way the Slavers went. If this fails, an escaped slave will tell 


The method of the abduction will vary somewhat with 
terrain. The Slavers will attack a group of three or fewer 
members with full surprise on their side. Assuming a for- 
ested terrain two Slavers will be in trees with nets, while 
two others will be well camouflaged in the bushes with 
dart pistols. The dart is a nerve agent that will cause 
almost immediate paralysis. Death will occur in seven min- 
utes after the paralysis takes effect unless an antitoxin is 
given. Use Table D of the poison chart on p. 42 of the 
gamebook each round to see if the paralysis takes effect. 
Any communications the players get off to home base 
should be the only clues the other players have as to what 
happened to their friends. (If the players captured are to 


play another character until they are rescued then all they 


should know is they were shot, and possibly dead.) An- 
other method of capture would use one of the female 
slaves with her foot caught in a steel trap. When the team 
comes to her aid two Slavers with gas masks hidden near- 
by will throw two BZ grenades. All the captured players 
should be told is that they were hit by two grenades. 
When the area is searched either the darts or the BZ canis- 
ters will reveal that they were not killed. On a successful 
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the players which way the Slavers were headed with his 
dying breath. 

Once captured, the players will be handcuffed to a 
slaver and then given the antitoxin to arrest the paralysis. 
There are 10 Slavers and approximately 10 to 20 slaves. 
The other salves are mostly towns people and some suffer 
from genetic defects and radiation poisoning. The Slavers 
are equipped with two 2%-ton trucks and at least one fire- 
arm per person, plus the equipment from the captured 
Morrow Project members. The Slavers are taking the 
majority of their slaves to the Rich Five. The Morrow per- 
sonnel and another slave of uncontaminated stock will be 
picked up along the way by a small group of the Breeders 
in a jeep and an XR311 captured intact. The Morrow 
team should have a chance equal to their tracking ability 
to detect the tracks of the other two vehicles. Use any 
subtractions deemed appropriate due to weather condi- 
tions. The Slavers will continue on into the Kentucky 
highlands selling the rest of their slaves to the Rich Five, 
before turning about. If they meet up with the team on 
the return then they will turn tail back to the Rich Five 
rather than fight. 
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THE RICH FIVE 


The Rich Five is a group descended from five wealthy 
industrialists who-were frozen along with a portion of 
their empire before the war. Awaking from their cryo- 
genic chambers a hundred years before the first Morrow 
team, they began. rebuilding their world. They are equip- 
ped with all the luxuries that a third world country might 
offer and the best weaponry available to any military 
force in the world. They have rebuilt much of their sur- 
rounding area through slave labor until it is now progress- 
ed to a mixture of the late 1800’s with 20th century tech- 
nology. The members of the Rich Five do not ask where 
the Slavers get their slaves, so they do not feel that they 
are doing any wrong. They’re doing a service by providing 
better food and housing than most of the slaves are used 
to. Their own comfort and that of rebuilding their parent 
empire is their prime concern. As long as the team does 
not interfere or insult a member of the Rich Five, they 
will be very helpful. 

If the Morrow team approaches them about their miss- 
ing companions, they will be apologetic; but they will not 
turn over the Slavers as they provide a much needed ser- 
vice. They will offer to show the team the slaves just sold 
to-see if any of them are their abducted companions. If 
any of the slaves are questioned, they will tell the team 
that some of the healthier slaves were taken from the 
truck a couple of days back. The Rich Five hearing this 
will be notably furious that healthy slaves were sold to 
another group. They will ask the Morrow team to be their 
guest and allow them to stay at one of their homes while 
they get to the bottom of this. If the team refuses the 
Rich Five will be insulted and will ask the team to wait 
outside of town. They enjoy showing off their resources 
almost as much as they do using them. If the team stays 
they will each have their own room and all the luxury of 
what was once considered modern day living. 


The Rich Five will torture one of the Slavers to reveal 
who the other Morrow Project members were sold to. 
They will use this information to barter with the team for 
a fusion pack or something of equal value. If the team is 
forced to flee, then they should encounter the Slavers 
leaving the next day. It should be made very clear to the 
team that they cannot win any sort of a fight with the 
Rich Five without heavy losses and a prolonged war. The 
only information the Slavers will have is that they sold the 
others to the Breeders who live somewhere in the moun- 
tains to the west. The Rich Five will know that the 
Breeders are a group of renegade geneticists who operate 
out of what used to be the central part of Colorado. The 
problem now is in locating the Breeders’ prime base, 


WESTWARD HO! 


The Morrow team will have to traverse over 1600 km to 
reach the Breeders’ main base. The amount of encounters 
that occur should be up to the discretion of the Project 
Director. At least one major encounter should occur on 
the way to Colorado as they will cross a vast expanse of 
land. Remember the prime directive of the Morrow 
Project is to aid others in whatever capacity they can; and 
undoubtably the team should meet some people in need 
of aid along the way. 

Along one of the trails, 160 km from the Breeders’ 
base, is a small town by the name of Avalon. The people 
are mostly farmers and although they are friendly, when 
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asked any question they’ll refer the team to old man 
Merlin. He knows all there is to know around these parts. 


OLD MAN MERLIN 


Old man Merlin is actually a young boy who appears to be 
no more than ten years old. He does not know how he 
came by the name, only that he’s been called old man 
Merlin for as long as he can remember. He lives with his 
mute mother in a shanty hidden in the woods. Old man 
Merlin has the power of divination among others and the 
people provide him with food and services for answers to 
their problems. 


He seems to already know an inordinate amount of 
information about the Morrow Project itself and wil! 
gladly aid the team in exchange for a suitable gift. The gift 
can be a service if desired or any of the equipment that 
the team has with them. Old man Merlin is all-seeing and 
will know all the equipment that the team possesses. He 
will request only something that he might find use for. A 
gyrocopter for example. 


Once the service or gift is delivered, old man Merlin 
will call the team member who has shown the most 
wisdom and compassion into his home. Merlin will lead 
that person into a candlelit room of the house they have 
not seen before. He will ask that the team member sit 
quietly while he prepares. Merlin will light a sweet smell- 
ing incense and start to chant. After ten minutes he will 
stare directly into the eyes of the chosen team member 
and while his lips do not move, he will appear to speak, 
“The answer to the location of your missing companions 
will come to you from the skies above in two days time.” 

The team should be given this time to get their bear- 
ings, rest up, and to make any necessary repairs they need 
to their vehicles. At the end of the second day, a great 
mass in the sky will be seen coming from the west. At first 
it will appear to bea large spaceship, but with the aid of 
their binoculars the team will be able to determine that it 
is a group of 11 hot air balloons joined together in 
common flight. They will pass over the town as they 
descend, landing in a clearing 15 km outside of Avalon. 
The townspeople will look on in awe, but will feel 
unthreatened as Merlin has foretold of the great air 
wagons’ arrival. 

The Ballooners are made up of 15 families. They have 
landed to get fuel and to do some trading if the town 
looks prosperous enough. It will take them an hour or 
more to tie down their balloons securely and it is during 
this time they are the most leery of strangers. They 
possess a large number of telescopes and binoculars and 
will be surveying the area. Any large or well-armed vehicle 
approaching will be warned to stop short by a shot from 
one of the cannons on the balloons, If the team does not 
stop then the Ballooners will shoot one more warning shot 
before firing on the vehicle. The cannon fire is from two 
Rh202 mounted on each side of the ship. They have a full 
load of API shells, a handful of grenades, and other 
armaments, 

If the vehicle stops, then Big Jake, along with one of 
the other men, will approach the team with M1 rifles in 
hand. Big Jake will explain that they are simple wayfarers 
looking for trade in these tough times. “‘We ain’t looking 
for no trouble, but we’re prepared to handle it if’n it 
comes along. So declare yourself now; be you friend or 
foe?’ Assuming they declare themselves friend, Big Jake 
will introduce himself and invite the team members over 
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to their camp for drink and talk. The vehicles will have to 
stay put though, the Ballooners having had trouble with 
similar vehicles before. 

The Ballooners will be very chatty and are interested in 
finding out all they can about the areas the team has 
traveled through. If asked, they have never heard of a 
group called the Breeders, but the place that they ran into 
the trouble with some similar vehicles is about a 160 km 
from here. The Ballooners saw some of the horseless 
wagons similar to the team’s, only smaller, going into a 
cave in the mountains. ‘Hoping to find some good trading 
we began to descend before being chased off by some 
shots from below.’ The Balloners have maps and will 
gladly show the team where the area they were shot at is 
located. If the team seems overly anxious then the 
Ballooners will ask for some trade in return for the infor- 
mation. The more persistent the team seems, the higher 
the price. This might be anything from a case of whiskey 
to a look at the autonav if made known to them. The 
maps will show the team is located 160 km from the cave 
the Ballooners spotted. This is the Breeders’ main base 


and is located on the continental divide in Geneva basin 
near what used to be Grant, Colorado. 


THE BREEDERS 


The Breeders were so named because of the bizarre breed- 
ing experiments they carry out on themselves and their 
captives. A religious belief has developed among them that 
from the Chaos, as they call the war, a race of supermen 
will emerge. They are descendants of a group of scientists 
that were caught in a secret U.S. military installation 
when the war broke out. They were working on the 
effects of prolonged cryogenic sleep on the human body 
at the time. Realizing they were trapped, they began 
working on a means to leave without harm from the radio- 
active fallout outside. They developed a serum that would 
allow their cell tissue to reflect the radiation thus allowing 
themselves free movement outside. Unfortunately some- 
thing went wrong. 

A small group of volunteers injected with the serum 
went outside for the final test. The radiation, along with a 
bacterial agent in the area, caused a gradual change in the 
serum injected into their bloodstream. At first they found 
themselves becoming overly sensitive to the sunlight and 
unable to digest their food. A strange awareness began to 
develop with the other members of their group, a form of 
telepathy. When they were brought back into the base, it 
seemed they were doomed to die. All of the volunteers 
were given an immediate transfusion. The fresh blood 
coursing through the veins of the volunteers seemed to 
awaken an age old instinct. They started to attack all of 
the uncontaminated people in the base. No record of the 
bloodbath that followed is known. The remaining scientists 
managed to force the demons they once called their 
friends out into the wilderness. They now work feverishly 
on one thing only, finding a cure for those original volun- 
teers who risked all and lost. As time passed, the work of 
the group became more diverse, they began looking for 
ways to improve the human condition. Fearing the brave 
new world their children would have to face outside, they 
started to experiment with ways of making them stronger 
and more intelligent. From this hope developed the idea 
of perfecting a race of supermen from a pure stock that 
could rebuild the world. 

As time progressed the Breeders developed a symbiotic 
relationship with the demons they had forced out. These 
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demons became known as the Children of the Night to the 
surrounding populace. After repeated attacks, the people 
of the area moved away. The Children of the Night 
became the guardians outside of the Breeders’ installation 
in return for human victims from failed experiments. If 
the team should defeat the Breeders, the Children of the 
Night will begin roaming the countryside looking for 
food. 

The area surrounding the Breeders’ prime base contains 
a much greater number of mutations due to the Breeders’ 
inhuman experiments on all forms of life. The day belongs 
to many of these creatures, but come dusk the Children of 
the Night rule. There are several caves and a well hidden 
passage into the installation’s lower level where the 
Children reside during the day. The Children number 
about 150 and cover a 30-mile radius from the Breeders’ 
base. They communicate telepathically and can call up to 
fifty members to come within a fifteen-minute period. 
They will stay away from any large vehicle preferring to 
attack only when they have overwhelming odds in their 
favor. They will come no closer than a hundred meters to 
the entrance of the Breeders’ base unless forced to for 
defensive purposes. 


THE BREEDERS’ BASE 


A successful tracking roll is necessary to detect tire tracks 
leading into the rock face of the mountain where the 
Ballooners reportedly saw the horseless vehicles enter a 
cave. The area is above the tree line and there is no cover 
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within 200 meters of the rock face. Two half-meter thick 
steel double doors disguised as part of the rock formation 
lead into the Breeders’ base. Roll 1D20 against intelli- 
gence to find the double doors if the tire tracks are not 
detected. A 3D10 roll versus intelligence is required to see 
the cameras hidden in the rock face walls. The cameras 
cover a 12-meter radius in front of the doors. Anyone in 
view has a 20% cumulative chance per minute to be 
noticed by the person on guard unless they are already on 
an alert. 

How the team gets into the base will depend much on 
what they find and on how creative they wish to be. Any- 
one with mathematics or physics skill will be able to 
determine that the cameras have a 1.5-meter blind spot 
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near the center of the doors. It would require two success- 
ful climb rolls to make one’s way along the rock face to 
where they could drop down into the blind spot next to 
the door without being seen. The doors are 4-meters high 
and are operated electronically from area 1C and from 
garage door openers under the seats of the Breeders’ 
vehicles. There is a 15% cumulative chance per day that 
the Breeders’ truck will go out for a food-gathering expe- 
dition for 2D10 hours. One of the best ways to get in is as 
a stowaway on the truck. Allow the team to find their 
own way in, given time they'll think of something. If they 
decide to try and blast their way in, the Breeders should 
have enough armament to hold them off until night fall. 
The Children of the Night will do the rest. 
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INSIDE THE BREEDERS’ BASE 


All the walls are smooth white plastic material. The fluor- 
escent lights are inset into the ceiling. Every room has its 
own ventilation system that hooks up to a purification 
unit which releases the air out of a main shaft on the top 
of the divide. Air is brought into the base by a similar 
arrangement. The filtration system is at 20% effectiveness 
and all gases will have full effect. The percent chance to 
find a ventilation shaft opening on top of the mountain is 
equal to Tracking + Luck + Intelligence/4. The doors are 
pneumatic metal and unlocked unless otherwise noted. 
Each room is given a brief description and a list of 
people that will be in that room at a particular time of 
day or night. It is suggested that you mark off a room 
after you have determined who if anyone is occupying it. 
This will save you trouble later from having one of the 
Breeders show up in two different places at the same time. 
Each hallway has a 10% chance of having one or two 
Breeders in it at anytime. 
1A: Entrance. A well lit open area leading into the 
complex. Daytime: 30% chance 1-3 Breeders walking by 
per each 10 minutes. Nighttime: 05% chance 1-3 Breeders 
walking by per each 10 minutes. 
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Job 


Guard 
Mechanic 
Mechanic 
Guard 
Guard 
Guard 
Driver 
Driver 
Driver 
Driver 
Guard 
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Guard 
Guard 
Guard 
Guard 


Cook 
Cook 
Technician 
Technician 
Technician 
Technician 
Technician 
Scientist 
Scientist 
Scientist 
Adam 

Dr. Razzia 


200 
136 


None 
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Slavers 
Ballooners 
C.O.N. 
Grunts 
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Weapon 


.44 Automag 9/2A 
.44 Automag 
.44 Automag 
Stoner Mk23 
Stoner Mk23 
.44 Automag 2F/9 
.44 Automag 2G/? 
.44 Automag 2H/? 
.44 Automag ?/2I 

.44 Automag 2/2J 

.44 Automag ?/2K 


See description of Area 1C for location 
325 FN-Faland 
461 S&W 6 1/2 
296 when on duty 
356 off duty .44 


.44 Automag 
.44 Automag 
.44 Automag 8/3R 
.44 Automag 8/3S 
.44 Automag 8/3T 
.44 Automag 8/3U 
.44 Automag 8/3V 


.44 Automag 
.44 Automag 8/4X 


1B: Storage. A list of the equipment stored here include: 
11 pairs of skis, 3 wet suits and scuba tanks, the ammuni- 
tion for the vehicles and additional weaponry including an 
M20 bazooka with six M28A2 heat loads, a case of M6 
CN-DM grenades, two M183 demolition charges, and five 
Atchisson assault shotguns. Unless the Breeders become 
aware of the full force of the Morrow team, they will 
refrain from issuing any of the heavier equipment. 

1C: Security Center. There are two view screens for the 
cameras outside. On the desk is an intercom system and a 
red panic button—both are inoperative. Inside one of the 
desk drawers is an aerosol horn and a walkie-talkie. Addi- 
tional walkie-talkies are held by Adam, the guard next up 
on duty and the guards in area 9. There is a 2% chance 
cumulative per hour for a guard to fall asleep if the 
Breeders are not on alert. The guard on duty is equipped 
with an FN-Fal rifle. The guard’s shifts are: L—8am-2pm/ 
M—2pm-8pm/N—8pm-2am/O—2am-8am. The person next 
up on the shift is either in room 11, 01-30%/6B, 31-60%/ 
1E, 61-90%/their room, 91-100%. 

1D: Maintainence Closet: The closet is empty except for a 
clarinet on a back shelf. 

1E: Recreation Lounge: There’s a ping pong table, nine 
chairs, and two tables with a deck of cards and a backgam- 


BELL MODEL 206L 
TEXAS RANGER 


Crew: 2 (6) 

Length: 13.9 meters 

Rotor Diameter: 11.28 meters 
Height: 3.14 meters 

Weight (empty): 1000 kg 
Maximum takeoff: 1900 kg 
Maximum speed: 242 kph 
Cruise speed: 194 kph 
Maximum rate of climb: 404 m/min 
Service ceiling: 6000 meters 
Range: 700 km 


Day/Night 


1B/2B 
1B/2C 
9A/2D 
2E/9A 


*RPT: 1D20 Random Personnel 
Table 

TSMG: All special weapons and 
firearms except pistol 

**Pistol: Handguns and all non- 
firearm weapons 


1¢/2L 
1C/2M 
2N/1C 
20/1C 


6A/2P 
6B/20 


8/4W 


8/4Y 


Schmeiser MP40 8/52 
.44 Automag 


S&W 6 1/2 
M1 Rifle 
Knife/Spear 


8/14A 
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mon set. In one corner of the room is a cooler filled with 
an alcoholic beverage. Daytime: There is a 20% chance 
that mechanics B and C are playing ping pong here, other- 
wise it is the same as nighttime. Nighttime: See 1C to 
determine if a guard is here. 10% chance 1-6 others are 
here at any time. Roll on the Random Personnel Table 
ignoring people on duty. 

1F: Vehicle Storage. The Breeders’ main form of transpor- 
tation is a 2.5-ton truck with an M2HB mounted on its 
back. They also have a Morrow-issued commando scout. 
The commando scout’s autonav and radio is destroyed, 
but the rest of the vehicle including the gun is in perfect 
working order. Daytime: If mechanics B and C are not in 
room 1E, they are here. Nighttime: 10% chance per 10 
minutes for a guard to look in. 

2A-Q: Basic Quarters, Guards. 

3R-V: Basic Quarters, Technicians. The room has a bed, a 
drape-covered closet, and a desk with three drawers. If 
occupied, the person inside will be either 01-60% sleeping/ 
61-75% cleaning their gun/76-95%  reading/96-100% 
leaving to go to area 11. 

4W-Y: Basic Quarters, Scientists. Same as above but better 
decorated. A scientist will be either sleeping or up reading, 
50% chance either way. 


5Z: Basic Quarters, Adam’s Room. Same as the scientists’ 
only it contains a number of archaic weapons on one wall. 
If occupied, Adam will be either 01-40% sleeping/41-75% 
cleaning an archaic weapon/76-95% reading Mein Kampf/ 
96-100% leaving to go to area 1E. 

6A-B: Mess Area & Kitchen. A fully stocked and func- 
tional kitchen. containing a walk-in freezer, two large 
refrigerators, two electric stoves with ovens, and a host of 
dry goods in the cupboards. 

Daytime: The cooks occupy the kitchens for an hour 
before and after the meals are served. Meals are served for 
one hour beginning at: 


A B 
Breakfast 6am 8am 
Lunch 11am 12pm 
Dinner 6pm 7pm 


There will be from 2-12 people in the mess area eating 
with a 10% chance every 10 minutes of 1-3 more joining 
them. 

Nighttime: 15% chance of 1-2 people coming in to raid 
the icebox each hour. 

7: Latrine. The washroom is fully functional and contains 
ten shower stalls. There is always a 20% chance that they 
will be occupied day or night by 1-6 people. 

8: Laboratory. This is the laboratory and as such is filled 
with a full array of chemicals and lab equipment. Under 
one of the counters is a safe. It contains a diary with a full 
account of what happened the first few years after the 
war. 

Daytime: The lab will be fully occupied by the scientists 
and lab technicians except for during the lunch hours. At 
lunch time Adam stands guard to make sure no one 
tampers with any of the equipment. The scientists are 
working on two projects at the same time. The first is to 
extend their own life expectancy; the second, to create a 
race of supermen through genetic engineering. 

Nighttime: The lab will be dimly lit and any loud noise 
has a chance of waking Dr. Razzia in room 14. 


9/9A: Cell Area: Two guards take shifts watching the 
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prisoners. While one keeps watch at the desk, the other 
rests in room 9A. There is a 20% chance that the guard in 
room 9A will be asleep, but will awaken if any loud noise 
is made, He has a stoner Mk23 and a walkie talkie. The 
guard stationed at the desk has a .44 automag. If the base 
is under alert they will be more heavily armed. 

The captured Morrow members will either be in one of 
the locked cells here or in room 10B. While in the cells 
they will be put through several mundane tests including 
blood tests and tissue typing. After these tests are com- 
pleted a sample of their DNA structure will be taken and 
studied. They will then be moved to an incubation 
chamber in room 10B after being injected with a chemical 
designed to enhance areas unique to their physiology. 
10A/B: Freeze Chambers. Each room has three cryogenic 
freezers. Two of the freezers have been converted into 
incubators. This is where the Breeders perform most of 
their more gruesome experiments. Anyone in an incuba- 
tion chamber for over a 48-hour period is subject to severe 
physiological changes. There is a chance for a change in all 
major rolled attributes, i.e., Str, Con, Dex, Int. Roll 
1D100 for each attribute. On a 01-20% the ability will 
increase by 1, on a 81-00% the ability decreses by 1, 
otherwise there is no change. If anyone but a qualified 
doctor attempts to bring someone out of a freeze or incu- 
bation chanber, there isa 30% chance of death. 

11: Two Go-Carts and Jeep Park. There is one kerosene- 
converted army-issue jeep and a fully operational Morrow 
XR311 parked in the corner. There is a 30% chance of 
guards using the go-carts for 10 minutes at anytime. The 
go-carts run on kerosene and can go a maximum of 30 
mph. 

11A-12: Stairwell. The stairwell! leads to a locked door on 
the lower level. The lower level has been completely neg- 
lected and has become a maze of catacombs. There is one 
exit that leads out on to the western slope. This is where 
the Breeders put their failed experiments, people with 
their brains destroyed, as per Grunts. The Children of the 
Night stay here during the day and feed off these failed 
experiments. : 
13: Generator Room. Two geothermal generators are 
maintained here. One is imbedded in 2’ of concrete and 
powers area 8, 9, 10A/B, and room.14. 

14. Dr. Razzia’s Room. An aquarium and very exquisite 
furniture adorns the room. The aquarium contains cave 
fish. 

14A: Dr. Razzia’s Bedroom. A locked door leads up to a 
helicopter hangar. It is in perfect working order but is 
without fuel. The hangar doors open up electronically but 
are weighed down by 150 years of sediment. The heli- 
copter is a Bell model 206L Texas Ranger. All the wea- 
ponry it once carried has been stripped long ago. 

Dr. Razzia is the head of the Breeders and his interest 
lie not so much in making scientific breakthroughs, as in 
obtaining everlasting power. Every night before going to 
sleep he reads a passage from Alexander the Great’s bio- 
graphy. His most trusted companion and second in com- 
mand is Adam, a product of genetic experiements. All the 
Breeders are designated by a letter. This letter is also the 
same letter for their room, i.e., mechanic B’s room is 2B. 
All the Breeders wear khakis that have been mended and 
remended throughout the years. The scientist will be 
wearing makeshift surgical gowns while working under 
sanitary conditions. Only the guards will be carrying wea- 
pons, unless the base is under attack. oO 
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$3.50 each, postpaid in the U.S., or any 5 for $16, any 10 for $30, 
any 15 for $43, any 20 for $55. Please list alternates in case of 
unavailability. California residents add appropriate sales tax. Allow 
2-4 weeks for delivery. Foreign orders add 20% for surface mail, 
40% for air mail. Send check or money order to Sleuth Publica- 
tions, Ltd., 2814-19th Street, San Francisco CA 94110. 


~ Issue 1: Jan/Feb ‘79. Sold out. 

Issue 2: Mar/Apr '79. “Specialty 
Mages: Part 2." “‘My Life & Role- 
Playing’ by Steve Jackson. 
“Arduin, Bloody Arduin’’ by 
Dave Hargrave. The first “‘Letter 
From Gigi.” 
Issue 3: Jun/Jul ‘79. “My Life & 
Role-Playing’ by Dave Arneson 
and Steve Perrin. ‘‘Specialty 
Mages: Part 3.”" Druid’s Valley: A 
Bunnies & Burrows campaign’ by 
Dennis Sustare. 
Issue 4: Aug/Sep ‘79. Paul 
Jaquays cover, ‘“Enchanted Wea- 
pons Table’ by John T. Sapienza, 
Jr, “Hero Quest Sneak Preview: 
Waha’s Quest”’ by Greg Stafford. 
Issue 5: Oct/Nov ‘79. Review of 
The Arduin Trilogy. ‘‘Developing 
a Character’s Appearance” by 
John T. Sapienza, Jr. ‘My Life & 
Role-Playing 
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Issue 6: Dec/Jan ’80. “Finding 
Level in RuneQuest” by Ray Tur- 
ney. ‘“‘How to Make Monsters 
Interesting’ by Lee Gold. ‘The 
World Of Crane” by George V. 
Schubel, 


Issue 7: Apr/May ‘80. ‘‘Ten Days 
in the Arena of Khazan: A Tun- 
nels & Trolls campaign” by Ken 
St. Andre. “Commentary: System 
Snobbery” by Larry DiTillio. 
“Oriental Weapons for Rune- 
Quest" by Sean Summers. 

Issue 8: Jun/Jul ‘80. “Talent 
Tables” by John T. Sapienza, Jr. 
“Land of the Rising Sun Designer 
Notes” by Lee Gold. 

Issue 9: Aug/Sep ‘80. “The Im- 
perium: A Traveller campaign” by 
Marc W. Miller and Frank Chad- 
wick. “ORIGINS ‘80 Scrapbook.” 


Issue 10: Oct/Nov ‘80. “You 
Gotta Be Fiendish”’ by Larry 
DiTillio. ‘‘Dungeon of Pelius 
Mright: An Adventure for 
Novices’’ by Ken Rolston. ““Gem 
Types & Values” by Kathryn E. 
Shapero. 


Issue 11: Feb/Mar '81. Paul 
Jaquays cover. “Gems & Magic.” 
“A New Computer System for 
Traveller." The first “Sword Of 
Hollywood” by Larry DiTillio. 


Issue 12: Jul “81. “Meaningful 
Names for Characters.”’ “The Full 
Circle: Preview of the Thieves’ 
World game” by Robert Lynn 
Asprin. 

Issue 13: Aug ‘81. ‘Role-Playing 
in Piers Anthony’s Land of 
Xanth.” “Samurai Swords,” 
Reviews of Land of the Rising 
Sun and Arduin Adventure. 

Issue 14: Sep '81. ‘’ Judges Guild 
and Dungeons & Dragons: A 
guide for the discriminating game- 
master."’ “Character Personality 
Profile.’ ‘Painting Miniature Fig- 
ures.” ‘Taverns & Inns’’ by Lewis 
Pulsipher. ““Familiars” by David 
Nalle. “Plausible Geography for 
Role-Playing Games.” 

Issue 15: Oct ’81. ‘’More Citizens: 
Six new classes for Traveller." 
“Tournament Role-Playing: Part 
1" by Ken Rolston. ‘Man Bites 
Dog: Role-Playing in the Future” 
by Ken St. Andre. Reviews of 
Aftermath! and Fiend Folio. 


Issue 16: Nov ’81. “Tournament 
Role-Playing: Part 2” by Ken 
Rolston, “Solo Role-Playing” by 
Lewis Pulsipher. “IIlusion Magic” 
by David Nalle. 


Issue 17: Dec 81, ‘Solo Rune- 


Quest Scenario: Ware Hall” by 
Sandy Petersen. ‘‘An Approach to 
World-Building: Questworld” by 
Lynn Willis, Greg Stafford, and 
the Chaosium Staff. Review of 
Champions. 

Issue 18: Jan ’82. Sold out. 

Issue 19: Feb ‘82. Sold out. 

Issue 20: Mar ‘82. Sold out. 

Issue 21: Jun ‘82. Sold out. 

Issue 22: Jul ‘82. Sold out. 

Issue 23: Aug ‘82. Sold out. 

Issue 24: Sep “82. Sold out. 

Issue 25: Nov "82. Sold out. 

Issue 26: Jan ’83. Sold out. 

Issue 27: Mar "83. Sold out. 

Issue 28: Apr ’83. Sold out. 

Issue 29: Jun ‘83. Sold out. 

Issue 30: Sep ‘83, Sold out. 

Issue 31: Nov ‘83. Special Fan- 
tasy Issue, “‘The Cup Of Death: 
Poisons for use in fantasy role- 
playing campaigns’’ by Larry 
DiTillio. “ORIGINS ‘83 Scrap- 
book.” “‘Stormbringer Scenario: 
Bastion Of Balo” by Ken St. 
Andre. “My Life & Role-Playing” 
by Dave Hargrave and Gigi D’Arn. 
Reviews of The Mechanoid Inva- 
sion and The Traveller Book. 
Issue 32: Jan/Feb ‘84. Special 
Ancient Cultures Issue. ‘The Cliff 
Dwellers: Indians of the Classic 
Pueblo Period” by Ken Rolston. 
“Threat of the Nightgaunt: A 
superhero adventure.” ‘“‘My Life 
& Role-Playing” by Sandy Peter- 
sen. Review of Villains & Vigi- 
lantes. 

Issue 33: Mar/Apr ’84. Special 
Post-Holocaust Issue, ‘’Playtesting 
The Morrow Project: An anecdo- 
tal report from Timeline” by Bill 
Worzel. “My Life & Role-Playing” 
by H.N. Voss and Ken St. Andre. 
“Operation Link-Up: A Morrow 
Project scenario of post-holocaust 
Earth” by Barron Barnett and 
William A. Barton. Reviews of 
The Morrow Project, Monster 
Manual |1, Superworid, and 
Privateers & Gentlemen. 


Issue 34: May/Jun '84, Special 
Superhero Issue Featuring the 
DNAsgents. Will Meugniot cover. 
“The Crystal Of Chaos: A Ca// Of 


Cthulhu adventure.”’ Reviews of 
James Bond 007 and Harn. 


Issue 35: Jul/Aug ‘84. Special 
Horror Issue Featuring Ca// Of 
Cthulhu. “My Life & Role-Play- 
ing’’ by Mike Stackpole, ‘“‘Blame 
It On Cthulhu: Creating plots for 
Call Of Cthulhu" by Larry DiTillio. 
“Death Scenes: Aftermaths of 
Cthulhoid kills’” by Sandy Peter- 
sen. The Star-Devourer: A super- 
hero module” by Steve Perrin. 
Review of Witch Hunt. 


Issue 36: Sep/Oct ’84. Special 
Magic Issue. ‘Magic & Social 
Structure: A Magic-Based 
Society.” ‘Kabbalistic Magic.” 
“ORIGINS ‘84 Scrapbook.” 
“Where’s Ogmar?: A solo Rune- 
Quest module” by Alan 
LaVergne. Reviews of Chivalry & 
Sorcery, Mercenaries, Spies & Pri- 
vate Eyes, Lands Of Adventure, 
and The Traveller Adventure. 


Issue 37: Nov/Dec ‘84. “Secret 
Societies Part 1: The Assassins.” 
“Louis Wu & His Motley Crew: A 
Ringworld module.” Reviews of 
Ringworld, Chill, Lords Of Crea- 
tion, and Rolemaster. 

Issue 38: Jan/Feb ‘85. “The Cult 
Of Uleria’’ by Sandy Petersen and 
Greg Stafford. “The Rosicru- 
cians.” ‘“‘Genetic Engineering: A 
Traveller variant.” ‘The Eye Of 
Sitar: A Call Of Cthulhu adven- 
ture."’ Reviews of Toon, Tekumel, 
Justice Inc. , Powers & Perils, 
Stormbringer, Marvel Super 
Heroes, and Bushido. 


Issue 39: May/Jun '85. “The 
African Leopard Men." “Creating 
Realistic Cities For Fantasy 
Adventures.” “My Life & Role- 
Playing’ by Aaron Allston. 
“Super Map 1: The Waterfront.” 
Reviews of Paranoia, Indiana 
Jones, TimeMaster, Other Suns, 
and Thieves’ Guild, 


Issue 40: Jul/Aug ‘85. “The Chi- 
nese Secret Societies.” ‘‘Adven- 
turing in the Worlds of H.P. Love- 
craft Part 1: The Cthulhu 
Mythos” by Keith Herber. 
“Adventure Game Campaigns: 
How to start easily & quickly.” 
“Super Map 2: Business District.” 
Reviews of Twilight: 2000, Time 
& Time Again, and Heroes 
Unlimited. 


COMING NEXT ISSUE! 
Issue 42: May/Jun 1986 


Cover by James Warhola 


“Dagon Manor’ 
by Robert E. Howard 


& C.J. Henderson 
“Empire of the Incas” 


“The Adventures of 
The Destroyer: 
Weapon of Justice’’ 


Review of Pendragon 
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Itll bring out the 
beast in you. 


A creature of unspeakable evil haunts the Black 
Morn estate, whispering your secrets to the dark- 
ness, casting your fate to the night. The creature 
knows you have come to destroy it. And it knows 
you may never escape. .. 

Step into Black Morn Manor, Pacesetter’s chill- 
ing, suspenseful new board game. But beware: 

@ With each game, the Manor changes; you 
must build the board as you play. (Be careful; a 
foolish mistake may trap you forever. . .) 


Copyright 1985, Pacesetter Ltd. 
POB 451, Dept. MW, Delavan, WI 53115 
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COME INSIDE... 


@ The creature changes, too; ten different 
Masters haunt the Black Morn estate, each of 
them mysterious and deadly. — 

® Most terrifying of all, you can trust no one. 
Your companions may suddenly become enemies 

. . your enemies the only hope of survival. 


The gate is open wide; why don’t you and your 
friends come inside? 
For 2-6 players, ages 12 to adult. $15 at better toy, 


hobby, & game stores. Also available direct from 
Pacesetter; please add $1.95 postage & handling. 


A CH lL Product 


( 
"al ) 
\ ae Contents: full- -color board in 48 
fi sections, 96 cards, 6 pawns, 70 playing 
“1: pieces, 2 dice. = 
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GAME REVIEWS 


RuneQuest/DC Heroes/Doctor Who/Sandman/Star Trek/ 
Masks Of Nyarlathotep/Scouts/The King Over the 


Water/Decision At Djerba/A Pilot’s Guide to the 
Drexilthar Subsector/Lands Of Mystery/The 
Romulans/Stormbringer Companion/Ultima II 


WH 
RUNEQUEST 
Third Edition 


By Steve Perrin, et al (The 
Avalon Hill Game Co. $38) 
Reviewed by Steve List 


The third edition of RuneQuest, 
prepared by Chaosium, but pub- 
lished by the Avalon Hill Game 
Company, is more than a minor 
revision of the second edition. 
The second edition came as a 
single book or boxed with a slew 
of playaids, AH’s ‘Deluxe Edi- 
tion” of RQ has in its box not 
one but five rulebooks, plus 
players’ notes, a set of tables, dice 
and a four-color, 22x31” map of 
“Fantasy Europe,” and seven 
character sheets bound into vari- 
ous booklets. (There is also avail- 
able a “Player’s Box” and a 
“Gamemaster’s Box” that be- 
tween them contain the above 
components, The boxes are all an 
aggravating 8%" width that makes 
it so hard to enclose normal 8%"’- 
wide paper). Fantasy Europe, you 
ask? Yes, RQ has been divorced 
from Glorantha, which has been 
demoted to merely one possible 
setting for a universal fantasy 
role-playing game. 

RQ isa skill-based system. 
There is a named skill for almost 
every significant action, and char- 
acters have a rating in each skill 
expressed as a percentage to be 
rolled on decimal dice. The char- 
acters’ primary characteristics 
(STRength, SiZe, CONstitution, 
INTelligence, POWer, DEXterity, 
and APPearence) determine body 
hit points, damage bonuses, skill 
bonuses, and fatigue points. Magic 
spells are powered by magic 
points, which normally equal 
POW but are consumed by casting 
spells and recovered by resting. 
Death for characters is not trivial, 
Prompt healing (usually magical, 
and usually performed within sec- 
onds) can keep a mortally wound- 
ed character from dying, but once 
dead, he stays dead unless a deity 
intervenes, a rare event. 

Book 1 of the rules (Players 
Book) encompasses virtually all of 
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the non-magic rules of play. It 
begins with an introduction to 
role-playing, and moves on to the 
process of creating an adventurer. 
The characteristics are discussed, 
with skills, modifiers, back- 
ground, and previous experience, 
and how skills are applied, 
acquired, and increased. The pas- 
sage of time, damage and its 
effects are covered, followed by 
healing, fatigue, and encum- 
brance. The chapter on combat 
takes up nearly a third of the 
book and covers almost every- 
thing. A final chapter on “The 
World” covers matters such as 
injury due to falling, asphyxia- 
tion, heat, poison, and disease, as 
well as the effects of aging, dam- 
age to inanimate objects, and 
weather, 

Book 2 (Magic) embodies the 
biggest changes from the second 
edition. In RQ3, there are three 
approaches to magic, each based 
on a different view of the cosmos, 
and while to some extent charac- 
ters can make use of each, it is 
dfficult to specialize in any one 
without foregoing the others. The 
three are spirit magic, divine 
magic, and sorcery. 

Spirit magic is learned from the 
inhabitants of the spirit plane by 
defeating them in spirit combat, 
In order to do this, it is generally 
necessary to go to a shaman and 
convince him to help in the 
matter, This can cost a great deal 
in money, but more so in time. (It 
is also possible to learn a very few 
spells at major temples of the vari- 
ous deities.) Shamans take on a 
far greater importance in RQ3 for 
this reason, but primarily as game- 
master-characters, Characters may 
only learn as many points of 
spells as their INT, but are then 
lost. Casting spirit spells consumes 
the caster’s magic points and the 


caster must succeed with a casting 
roll (as well as possibly having to 
overcome the target's resistance). 
The chance for a successful cast is 
five times the caster’s POW as a 
percent, plus any magic skill 
bonus, less ENCumbrance (and 
even clothing counts as ENC). 
Spirits may be bound by a charac- 
ter, to store spells or magic 
points, but they are generally less 
useful than in the older edition. 
The allied spirits available to 
Rune-level characters in the old 
version are specifically disallowed 
in RQ3, although a character 
being converted into the RQ3 sys- 
tem can replace one with a sor- 
cerer’s familiar. (However, see the 
discussion of Glorantha below.) 

Divine magic spells are granted 
by deities to worshipers in return 
for a sacrifice of POW. A spell- 
caster must make a dice roll to 
successfully cast a spell. The nor- 
mal chance for success is 100% 
less ENC, with the standard 5% 
chance of a fumble, Further, the 
spellcaster may have to use his 
magic points to overcome the tar- 
get's magic points on the resis- 
tance table. This makes divine 
magic less than overwhelming, 
especially since the re-use of spells 
is restricted, A character must 
return to a temple and worship to 
regain the use of a ‘‘reusable”’ 
spell, with the variety of spells 
regainable at a given temple 
dependent on its size. 

Religion in general is greatly 
changed. In keeping with the non- 
specific setting of the game, the 
colorful pantheons of Glorantha 
have been replaced by generic dei- 
ties with such awe-inspiring appel- 
lations as “Earth Goddess,” 
“Ruling Deity,” and “Trickster,” 
The organization of worshipers is 
somewhat stream-lined, though 
since no cult writer-ups are given, 
only general descriptions are avail- 
able, Lay members are transient 
participants in a service. Initiates 
gain access to one-use magic spells 
and divine intervention, cult 
skills, and cult spirit magic, but 
must sacrifice a point of POW on 
becoming an initiate, and then 
may not become a shaman or sor- 
cerer. Beyond initiates is only the 
priesthood; there are no more 
Rune lords. Priests are limited in 
skill increases and the time they 
can spend on non-religious 
activities. 

Sorcery depends for its effects 
on the skill and magic points of 
the spellcaster, Each spell requires 
1 point of INT to memorize. 


Once learned, the sorcerer has a 
percentage rating in that spell 
which determines his casting suc- 
cess; this rating can be improved 
by experience as well as training 
and research. While sorcerers can 
write down knowledge of their 
spells and can forget spells in 
order to free up INT, it is not 
clear if they can relearn the spells 
they have written down at their 
old skill levels, or must start from 
scratch with them. Any character 
can learn sorcery spells, but to 
become an apprentice sorcerer he 
must give up all divine spells 
known, 

Sorcerers can create familiars, 
animals which act as allies, to 
store spell knowledge or to power 
spells cast by the sorcerer or by 
the familiar, or ‘‘incomplete”’ 
creatures (that is, those lacking 
one or more of the characteristics 
other than APP), can be made 
into a familiar. This is done by 
using spells to give the familiar 
the missing characteristics, which 
are taken from the sorcerer, The 
more the familiar gets, the more 
the sorcerer is diminished, 

All three forms of magic include 
various rituals, and spell users 
have separate skill ratings in each 
of the three kinds which deter- 
mine the success of the ritual 
regardless of the spell type (e.g., a 
priest with a Ceremony skill of 
40% has that chance, rather than 
95%, of successfully casting the 
divine spell of Worship, since it is 
a ritual), The Ceremony skill can 
be used to conduct Ceremony 
rituals, and to augment the 
caster’s chance of success at cast- 
ing any spell, at the cost of adding 
to the time it takes to achieve the 
augmentation. Summoning rituals 
call up “‘creatures,’”’ usually spirits 
or elementals. Enchantments 
cover everything else, such as to 
create spell matrices or bind 
spirits, to increase the hit points 
of creatures (which presumably 
includes player-characters), or the 
armor points of weapons or 
armor. There is no provision for 
increasing the damage done by an 
enchanted weapon, just for 
making it more durable. Of 
course, a weapon could have a 
matrix or spell spirit for some- 
thing like Fireblade enchanted 
into it, but this requires the user 
to know how to activate the spell, 

These changes make magic 
harder and more costly for 
players to obtain, and reduce its 
effectiveness, Magic-using fighters 
will find themselves relying more 
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on their fighting skills, and magic 
specialists will be more dependent 
on fighters to protect them when 
their magic misfires. The limita- 
tions on spell learning and use of 
bound spirits will make enchanted 
items, especially spell matrices, 
more valuable. This makes the 
game more like the run-of-the- 
dungeon fantasy role-playing 
game, with its fighter/magician 
dichotomy and lots of magic din- 
guses floating around. 

Book 3 is the ““Gamemaster 
Book,” and two-thirds of it is 
devoted to telling the gamemaster 
how to conduct a campaign and 
structure a world, design a sce- 
nario and present information to 
the players, It discusses sizes of 
human habitations, their fre- 
quency and locations, the dis- 
tances between them, and what 
might be available in each. An 
accompanying map shows a politi- 
cal and ethnic make-up for 
Europe that is appropriate for 
about the 9th to 11th centuries. 
Not discussed is the matter of 
guilds and their functions, which 
in the second edition consisted 
mainly of providing training and 
materials, such as poisons and 
antidotes. The balance of the 
Gamemaster Book contains a sce- 
nario, ‘‘The Money Tree,” intend- 
ed for beginning players control- 
ling 4-6 moderately able charac- 
ters. It gives all the players a 
chance to make use of their char- 
acters’ talents, weapons, and 
magic, and should be playable in 
one session. 

The fourth rulebook (Creatures) 
contains listings for 94 non- 
humans, many of which are new 
to RQ but are staples in other fan- 
tasy role-playing systems. The 
concept of “incomplete crea- 
tures’’ is introduced, as well as 
that of ‘‘fixed intelligence,” 
which essentially means a non- 
sentient being, ruled by instinct 
rather than thought. This distinc- 
tion has reduced some old RQ 
types from potential player-char- 
acters to just dumb animals, such 
as baboons and griffins. Nine crea- 
tures are given full descriptions, 
including prior experience charts 
to allow their use as characters: 
broos, centaurs, ducks, dwarfs, 
elves, halflings, ogres, orcs, and 
trolls (but only dark and cave 
trolls—no trollkins). 

The fifth and last book is the 
“Introduction to Glorantha,” It 
presents some information on 
that world, a mere drop in the 
bucket compared to the addi- 
tional material published since the 
game was originally released. 
Gone are the maps of Dragon Pass 
and Prax, and the discussion of 
languages and nations, The only 
map is centered on the Homeward 
Ocean, with most of Genertela 
and a portion of the southern 
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continent, Pamaltela, shown. A 
brief gazetteer discusses the major 
regions of the two continents and 
the various islands. A succinct 
mythology and history of the 
world is given, followed by a dis- 
cussion of magic and religion. The 
gods of Glorantha are briefly 
introduced, arrayed in nine 
pantheons, along with the quasi- 
religious sects of Malkion, “‘the 
only practicing sorcerer culture,” 
confined to parts of the world 
not yet detailed in published 
literature. 

What the rules take away, they 
may give back: Glorantha gets 
special treatment. Rune lords are 
permitted, but they are discussed 
only briefly, with details to be 
found in individual cult write-ups 
yet to be published. A new cult 
status is given, the acolyte, who 
has many of the powers of a 
priest but with more free time for 


adventuring. Allied spirits are also 
allowed, and “usually reside in a 
special ceremonial object,” To 
substitute to some extent for the 
animal housing a bound spirit the 
rules no longer permit, some cults 
are able to “awaken” animals, 
giving them normal rather than 
fixed INT, and allowing them to 
be tied to a specific person by 
mental contact. Again, details are 
absent and will presumably be 
given later. 


The rest of the Glorantha Book 
is devoted to creatures, primarily 
those unique to Glorantha or dif- 
ferent from the standard versions 
(usually due to chaos-taint). In a 
final listing are those creatures 
not native to Glorantha, such as 
orcs and halflings, but with an 
explicit provision that game- 
masters can use them in Gloran- 
tha if they wish. 


The new RuneQuest is a crea- 
tion of a lot of people who put 
diligence and care into the effort. 
Physically, it is extremely nice 
(except for the scarcity of pre- 
printed or easily reproducible 
character sheets), on the whole 
lucidly written, largely free of 
ambiguities and errors, On the 
negative side are the sheer size of 
it, somewhat daunting to those 
unfamiliar with the system, while 
the de-emphasis of commonly 
held magic and the world of Glor- 
antha may diminish its appeal to 
those used to the earlier edition. 
It remains, however, just about 
the best fantasy role-playing game 
available. 


Available thru Sleuth (order 
AH-857 for $38 Deluxe Edition; 
AH-8571 for $20 Player’s Box; 
AH-8572 for $25 Gamemaster’s 
Box). QO 
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DC HEROES 
Role Playing Game 


By Greg Gorden 

(Mayfair, $17) 

Reviewed by Quentin Long 

My first impressions: Great art on 
the cover. Rather heavy box. 
Then | opened it up, and | knew 
why it was heavy—you get a 
Player’s Manual, a Gamemaster’s 
Manual, the Powers & Skills book, 
an introductory booklet of quick 
start rules, a Teen Titans adven- 
ture and introductory solo 
module, a Gamemaster's Screen, 
30 Character Cards for 30 differ- 
ent DC characters, 39 color coun- 
ters, 12 plastic stands for them, 
and two 10-sided dice. Even bet- 
ter, the interior art lived up to the 
standard set by the cover. 

The game system: A minor 
miracle—the system doesn’t break 
down when handling characters of 
vastly different power-levels, so 
you can have Jimmy Olsen arm- 
wrestle Superman (Jimmy loses 
miserably, of course)! The core of 
the system is Attribute Points, or 
APs, APs have a variable value— 

5 APs is 2x as much as 4 APs, 
which is 2x as much as 3 APs, and 
so on—10 APs means a 1000x 
increase, These APs measure 
everything; time, Strength, vol- 
ume, weight, whatever. To per- 
form a Standard Action, you fig- 
ure out your APs of Acting Value 
and the APs of Opposing Value, 
and cross-reference these numbers 
on the Action Table for your suc- 
cess number. Roll 2D10 and hope 
to beat this number—if you roll 
doubles you can re-roll and add to 
your total, but rolling double 1s 
means that you blew it. Even if 
your last set of doubles raised 
your total to 48, getting two 1s 


on your next roll means you fail- 
ed. To figure out how well you 
succeeded, cross-reference your 
Effect Value and the Resistance 
Value on the Results Table to 
find the number of Result APs 
(RAPs for short) you managed to 
get. If you beat your success num- 
ber, you might get a RAP bonus. 
There are also Automatic Actions, 
of which the Power of Flight is a 
good example; Automatic Actions 
succeed automatically, and the 
RAPs are the number of APs you 
were using. You'll be happy to 
know that it’s possible to Push an 
Automatic Action, at the poten- 
tial cost of temporarily losing 
whatever you were trying to Push. 
You can also trade Opposing 
Value for Resistance Value (i.e., 
get more RAPs at the cost of 
making it harder to successfully 
complete your Action). 

That may seem complicated, 
but the Action and Result Tables 
are the only tables in the game, 
and they handle it all—combat, 
interrogation, surgery, animal 
training, you name it! And each 
one takes up only half of one 
page! The trick is that APs are 
used to measure absolutely every- 
thing; that being the case, one 


procedure is sufficient to take 
care of virtually any conceivable 
situation. 


Character building: There are 
nine characteristics. The Physical 
ones are Dexterity, Strength, 
Body; the Mental ones are Intelli- 
gence, Will, Mind; and the Mysti- 
cal ones are Influence, Aura, and 
Spirit. Each group has an Acting/ 
Opposing Attribute (Dex, as 
example), an Effect Attribute 
(Str), and a Resistance Attribute 
(Body). 


There are 137 Powers, and 16 
Skills which are subdivided into 
62 Subskills. 


Powers, Attributes, and Skill all 
come in APs, and you get APs by 
spending Hero Points. You get 
250 Hero Points to start with, but 
the APs have a sliding cost scale— 
1 AP of a Power costs 3 points, 
but 5 APs cost 24, 10 cost 96, 
and so on. The basic cost scale 
goes 1,2, 4, 6,8, 12, 16, and so 
on, but Skills cost 2x that much, 
Powers cost 3x, “Other” Attrib- 
utes cost 4x, and Action Attrib- 
utes cost 5x. In addition, some 
Powers and Skills have a Base 
Cost which must be paid before 
the character can buy any APs, 
The largest Base Cost is 50, for 
Force Manipulation—the power 
Green Lantern’s ring has—and the 
Powers without a Base Cost 
including Gliding and Super Ven- 
triloquism, Most of Superman’s 
Powers have a small Base Cost... 


There is a glaring hole—there’s 
no guideline for inventing new 
Powers and nothing like Cham- 
pions’ Advantages, so you're 
pretty much stuck with the 137 
Powers you've been given. The 
Transfer Power, which works like 
the “Affects Others’ Advantage, 
may be a clue to how Advantages 
ought to be handled. 
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Can you take character crocks 
for more points? Yes, you can. 
There are six kinds of Limitation, 
and four kinds of Vulnerability. 
There are Attribute Limitations— 
these ‘‘may be due to a neurologi- 
cal disease, a character's lack of 
faith in himself, or a physical dis- 
ability like a weak heart.” There 
are Fear Limitations—see also: 
“Champions Psychological Limi- 
tations.” There are Irrational 
Attractions—ditto, All of these 
Limitations come in three flavors, 
Minor, Serious, and Catastrophic. 
You get anywhere from 5 to 50 
points bonus, depending on which 
flavor of what Limitation, There 
are Sensory Limitations—these, 
unfortunately, come in only two 
flavors; you can be blind (or, if 
you’re not human, lose whatever 
else is your Primary Sense) for 50 
points, or you can lose some 
other sense for 30 points. There 
are Power Limitations, and these 
come in only one flavor; you 
define some condition or situa- 
tion your power either doesn’t 


work against or else needs to 
work at all. This gets you 20 
points to work with—but if the 
crock affects all of your powers, 
you get 100 points rather than 
20, The 6th flavor of Limitation 
is Miscellaneous: if you’ve 
thought of a crock which isn’t 
one of the previously listed varie- 
ties, it’s worth 20 points. The var- 
ieties of Vulnerability are Attack 
Vulnerability, in which one takes 
extra damage from some type of 
attack; this is worth from 10 to 
60 points (you can invent a spe- 
cial kind of Attack Vulnerability 
all your own, but you get only 
half the normal bonus); Fatal Vul- 
nerability, also known as “the 
Kryptonite Crock”; this is worth 
150 points for a Common sub- 
stance (water, lead, fire, etc.) or 
75 for a Rare one (Kryptonite, 
etc.), with a modifier of from +20 
to -50 points depending on the 
range at which one gets zapped; 
Lose Vulnerability, in which one 
loses APs of some Power, Skill, or 
Attribute under some specified 


condition; this is worth anywhere 
from 35 to 250 points, again with 
a range modifier; and finally the 
Miscellaneous Vulnerability, 50 
points for anything which isn’t 
previously listed. 

The character's financial state 
can affect his Hero Point total 
(pay 50 points to be a billionaire, 
get 50 points if you’re on welfare, 
etc.) , as can his resemblance to a 
normal human (non-humanoids 
get 75 points and Unusual Looks, 
etc.), You can take three Limita- 
tions at full value and three more 
at half value, with no bonus at all 
for the 7th and up, and ditto for 
Vulnerabilities. You can build a 
beginning character on 2040 Hero 
Points if you try hard—but there's 
no point, since 2500 points only 
buys 3x as many APs as 250, 
not 10x. 

There’s something interesting: 
Subplots. The best comic book 
stories have never been unrelieved 
“beat on the bad guys,’’ and Sub- 
plots are simply a way to reward 
players for raising the level of the 


game beyond mere hack-‘n’-slash. 

The Gamemaster’s Manual: This 
includes a section labeled “Don’t 
Panic” in friendly red letters; 
complete write-ups of 50 DC 
characters; complete blueprints 
for Titans’ Tower; maps and 
Michelin-style commentary on 
Metropolis, Central City, Gotham 
City, Star city, and the Vegan 
Star System; a guide to STAR 
Labs; and I’ve left out many 
other items. 

Problems: Low-AP characters 
tend to look alike. There are a 
few redundant Powers. The Gadg- 
etry rules are somewhat unclear. 
There are more nit-picks, but if 
you want to find any significant 
flaws you'll have to look at some 
other game. 

Conclusion: This is a four-star 
game, with only trivial flaws. | 
recommend it unconditionally to 
any gamer, superhero fans in 
particular, 


Available thru Sleuth (order 


MF-201). QO 


wHw 


The 
DOCTOR WHO 
Role Playing Game 


By Wm. John Wheeler, et al 
(FASA, $15) 
Reviewed by Scott Slingsby 


On November 23, 1963, the first 
episode of Doctor Who was aired 
for the viewing pleasure of its 
British audience. Since that date 
twenty-two years ago, the con- 
tinuing exploits of the renegade 
Time Lord have entertained mil- 
lions of people worldwide. As a 
result of this popularity, FASA 
released The Doctor Who Role 
Playing Game earlier this year. 
The TV programs are classics in 
the truest sense of the word. The 
role-playing game is not! In other 
words, the BBC series is humor- 
ous, exciting, interesting, and a 
lot of fun. On the other hand, 
reading FASA’s Doctor Who can 
best be described as work. 
Doctor Who contains three soft- 
covered books. These volumes 
include the 48-page Player's 
Manual, the 80-page Game Opera- 
tions Manual, and the 64-page 
Sourcebook for Field Agents. The 
Player’s Manual explains the 
player-character generation sys- 
tem, the general sequence of play, 
and the procedures used for com- 
bat, movement, and injury recov- 
ery. The Game Operations Manual 
is a gamemaster’s guide. Unfortu- 
nately, almost a third of this text 
is nothing more than an abridged 
version of the Player's Manual. 
Other parts of this guide describe 
planet and creature generation 
systems, stats for individuals and 
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creatures that are part of the 
Whovian Universe, and equipment 
that might prove useful during 
play. Both of these works are 
written in a manner that is remi- 
niscent of a telephone directory, 
The following excerpt describing 
the skill of swimming serves as an 
example of the above claim: 
“Swimming: Skill in swimming 
covers recreational or survival 
swimming and diving techniques. 
A character qualified in this skill 
can swim for recreation without 
fear of drowning under normal 
circumstances, Characters desiring 
to use SCUBA gear should choose 
it as a subject of a Trivia skill.” 
This particular quotation appears 
in the Player’s Manual and an 
altered version of same also 
appears in the Game Operations 
Manual. In other words, the 
reader is frequently forced to wal- 
low through the same dull, obvi- 
Ous material more than once. 
Within the body of the rules, 
there is a section that encourages 
the gamemasters to use wit and 
humor in their adventures, Unfor- 


tunately, FASA did not do the 
same with their rules. 

As a result of twenty-two years 
of broadcasting and the creative 
input of hundreds of individuals, 
the Doctor Who TV series con- 
tains numerous ambiguities con- 
cerning dates, histories, character- 
istics, and costumes. FASA did a 
rather successful job of sorting 
through the abundance of avail- 
able material and developing a 
consistent and reasonably accu- 
rate Whovian Universe. Yet, the 
results are not without their 
shortcomings. For example, the 
rules state that human com- 
panions and Time Lords have the 
same characteristics and attitudes 
except for their age, backgrounds, 
and the ability to regenerate. A 
statement like this is enough to 
make a Gallifreyan’s heart stop 
beating—maybe even both of 
them. Time Lords, by nature, pos- 
sess various communicative, phys- 
ical, and mental powers which 
make them very different from 
their earthly counterparts, This 
obvious and crucial aspect is 
ignored for the apparent sake of 
simplicity. 

The writing style of this game 
may be less than invigorating and 
the rationale may have some loop- 
holes, but at least the game sys- 
tem works. This is probably 
because it has been tested in other 
earlier products. There is little 
within this system that is either 
new or innovative. The authors 
themselves admit an intentional 
similarity between this game and 
Star Trek: The Role Playing 
Game. 

The heart of this game lies 
within the character generation 


system. Gamers may portray the 
Doctor or one of his famous com- 
panions, but they may also create 
new human or Gallifreyan time 
trippers. When one creates a new 
character, he or she starts by roll- 
ing dice to determine the adven- 
turer's six attributes, These 
include strength, endurance, dex- 
terity, charisma, mentality, and 
intuition. Of the aforementioned, 
only intuition, defined as a “sixth 
sense,” seems somewhat original, 
Players then roll three dice to dis- 
cover if the character has a special 
inherent ability such as telepathy 
or telekinesis. This step is follow- 
ed by computing the necessary six 
endurance stats, acquiring learned 
skills, and rolling dice to deter- 
mine physical appearance and 
unusual personality traits, All of 
this has been done before. Even 
the suggested personality traits 
lack luster, Only the pack-rat syn- 
drome called “collector” shows 
any creativity on the part of the 
authors, and it stands out all the 
greater when it is compared to 
such mundane quirks as indeci- 
sive, stubborn, brave, forgetful, 
shy, and lazy (weren't they six of 
Seven Dwarfs?). 

The movement and combat 
sequences are adequate but less 
than stimulating. Both of these 
procedures seem to require the 
use of a large square grid sheet, as 
well as counters or miniatures 
representing the participants, 
Interestingly enough, the neces- 
sary grid sheet and counters are 
not supplied in the boxed set. An 
introductory scenario is also con- 
spicuous by its absence, Such a 
scenario would have been of sig- 
nificant value to gamers. 


DIFFERENT WORLDS 


The third volume, A Source- 
book for Field Agents, is a gem, 
This work of art contains every- 
thing you ever wanted to know 
about Gallifrey, the Tardis, and 
Whovian physics but could not 
find someone to ask. Background 
material and stats on the Cyber- 
men, Daleks, Sontarans, and other 
“acquaintances” of the Doctor 
are presented. Definition of terms 
such as E-Space, time loops, Zero 
Room, and jelly babies abound. 
Game stats for the Doctor and 


fourteen (do you count Romana 
twice?) of his companions are also 
to be found here, Even the sub- 
ject of Gallifreyan etiquette is 
scrutinized, This book is the 
game’s saving grace. 

In conclusion, The Doctor Who 
Role Playing Game by FASA is 
the best Doctor Who role-playing 
system because it is the only 
Doctor Who role-playing system. 
The rules are dull, repetitive, and 
lacking in originality. The absence 
of the grid sheet, counters, and 


introductory scenario also makes 
the product seem incomplete. 
FASA may have reproduced the 
body of the Doctor and his uni- 
verse, but they did not capture 
the series’ soul. The numerous 
modules promised and available 
may be able to breathe some life 
into the system, but more may be 
needed. One can always hope that 
the second edition will contain 
textual as well as artistic changes. 
Available thru Sleuth (order 


FA-9001). ts) 
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SANDMAN 
Map Of Halaal 


By Mark Acres and Andria 
Hayday (Pacesetter, $12) 
Reviewed by Greg Costikyan 
Pacesetter has always been com- 
petent but boring. Most of their 
games, including Chi// and Time- 
master, are well executed, well 
written, well packaged, but fun- 
damentaly dull. Sandman is a 
novelty because it is quite the 
reverse—extremely interesting and 
poorly done. 

What makes Sandman interest- 
ing is its innovative system and its 
colorful atmosphere. 


System: A gamemaster can run 
Sandman after a mere half hour 
of set-up; it requires no rules 
knowledge on the part of its play- 
ers (truth!). It is, in fact, not so 
much as a role-playing game as an 
adventure which includes an 
extremely simple game system, 
With good reason, Pacesetter calls 
it an “Instant Adventure.” 

All rules are contained in an 
8-page book—of which only four 
pages are rules, the rest being 
advice to the gamemaster and 
designers’ notes. That means prep- 
aration time is minimal. It also 
means that the players can begin 
almost immediately. Sandman is 
an ideal game with which to intro- 
duce new players to role-playing, 


Atmosphere: Sandman's theme is 
equally interesting. The first 
adventure begins: 


“You awaken, stiff and dry- 
mouthed, to dawn’s first light on 
the horizon. It shines in a ribbon 
of brilliant, burnished gold, glit- 
tering upon the rocky desert 
sands rolling by. 

“You must be ona train. A 
large dusty window frames the 
view, and the gentle, rocking 
motion, combined with a mono- 
tonous clatter of metal wheels on 
metal tracks, makes it hard to 
awaken completely. 

“You are not alone. A manina 
white, narrow-brimmed hat sits 
near the compartment door, 
cradling a worn leather briefcase 
on his lap. He yawns, cracks a 
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smile in his tanned, sweaty face, 
and says... 4 

“*Ahhh. Good morning. . .’ 

“He waits for some reply. And 
you realize with a thrill of horror 
that you have no idea who you 
are, where you are going, who this 
man is, and why you are on this 
train. 

“What do you want to do?” 


Sandman immediately dumps the 
players into a nightmarish, Kafka- 
esque world where nothing is 
what it seems, where objects 
change overnight, where informa- 
tion is scarce. If its players do not 
feel a frisson of disorientation, 
they are already dead. 

lf Sandman were not flawed in 
other respects, one might even 
call it a work of art, for it sets a 
mood and induces emotions 
which no other role-playing game 
can. Its writing is good, its back- 
ground imaginative; Acres and 
Hayday have done interesting 
work, 


Mechanics: The mechanical 
aspects of the game deserve some 
plaudits, too. The “Prop Book” is 
a set of cut-apart handouts for the 
gamemaster to give the players at 
propitious moments. They 
include maps and “‘body check” 
sheets—a description of what each 
character is carrying. (Because of 
the way the Sandman universe 
mutates at irregular intervals, you 
may find yourself carrying a 
Smith & Wesson one moment and 
a magic wand the next.) 

Also nicely done are the ‘‘Picto- 
grams’’ included for each of Sand- 
man's four adventures. These are 
outlines for the gamemaster, in 


graphic form, of the events in the 
adventure, For example, the pic- 
togram for the first adventure 
shows a picture of the train on 
which the characters begin, with 
text describing in brief each of 
the events which occur on the 
train. This is followed by a map 
of Casablanca, where the charac- 
ters disembark, including pictures 
of each of the buildings they 
enter, The pictograms allow the 
gamemaster to review an adven- 
ture in an immediately under- 
standable way. 

Another nice touch is the exten- 
sive “read aloud’’ text provided in 
the adventure book, It is, by and 
large, well written and evocative. 
It should help a novice gamemas- 
ter set the mood properly. 
Sloppiness: Sandman contains so 
many nice things that its ultimate 
failure is painfully disappointing. 

Its main problem can only be 
described as sloppiness. The most 
obvious evidence of inattention is 
its cards. Their backs are misprint- 
ed, so that each card has the 
wrong text on its back. This is im- 
portant, because the back side 
often contains important informa- 
tion. This kind of printing error is 
evidence of a game that has been 
rushed to publication—a shoddy 
practice of which no game com- 
pany is entirely innocent, but for 
which there is never a good 
excuse, 

A similar problem applies to the 
adventures themselves. The 
designers have not thought them 
through. 

For example, in the first adven- 
ture the players may acquire an 
item which can grant them 
wishes. In the second adventure, 
they meet a man who seems to 
grant them wishes—but this is, in 
fact, an illusion, But if they still 
have the wish-granting item, the 
wishes will not be illusory. What 
is the poor gamemaster to do? 
The adventure provides no 
guidance. 

As another example, the first 
adventure begins on December 5, 
1941, It ends on December 10, 
1941, The characters are Ameri- 
cans in Vichy Casablanca. Decem- 
ber 7, 1941 is, you will recall, a 
day that lives in infamy. My play- 


ers worried about the strike on 
Pearl Harbor, since the German 
declaration of war would jeopar- 
dize their position in Morocco. 
However, the adventure takes no 
notice of America’s entry in the 
war. How can the designers have 
missed this? 


Linearity: Sandman's other main 
problem is that its adventures are 
linear. The events follow one 
another in strict sequence, with 
little way for the players to 
change their fate. Their destiny 
follows a single track, 

Arguably, it is a good idea in an 
introductory game to limit play- 
ers’ options so they can concen- 
trate on playing a role and captur- 
ing a mood. However, experi- 
enced players will quickly tire if 
they have such minimal control of 
their characters’ destinies. 

Furthermore, Sandman’s very 
background requires some way to 
deal with intransigent players. 
Consider The Prisoner, which has 
a similar background: Number Six 
does not tamely do what his jail- 
ers want; instead he makes every 
effort to smash through the vale 
of illusion which imprisons him. 
Any player worth his salt in the 
chaotic, paranoid world of Sand- 
man will not go north when 
everyone he meets tells him to do 
so; he will march bravely off to 
the west to test the boundaries of 
his surrealistic world. He will not 
perform his appointed role in the 
shadow-plays of Sandman's 
adventures, but demand answers 
and information. Sandman simply 
does not expect such behavior 
from its players, and makes no 
effort to deal with the problem, 

Lastly, although the background 
to Sandman is highly imaginative, 
the same cannot be said of the 
adventures themselves. The first is 
set in the movie Casablanca, down 
to the appearance of Humphrey 
Bogart. This is not only tacky, 
but, | believe, counterproductive; 
it lends an element of familiarity 
to what should, to reinforce the 
game’s tone, be an alienating and 
unfamiliar experience. The second 
adventure is a standard fantasy 
quest which reads exactly like the 
last pulp fantasy novel you read; 
and so on, 


An Interesting Failure: In short, 
Sandman is an interesting failure. 
It is an attempt to do something 
truly innovative, in both system 
and background. Alas, it fails, 
through sloppiness and a failure 
of imagination. Nonetheless, 
interesting failures have far more 
to recommend them than dull 
successes, and Sandman is far 
worthier of your attention than 
most recent role-playing releases. 


Tacky Hype: This review should 
end here, but since most other 
reviews will undoubtedly begin 
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“YOU CAN WIN TEN THOU- 
SAND DOLLARS!!!” | suppose | 
ought to mention Pacesetter’s 
promo. 

Sandman: Map Of Halaal is the 
first of six Sandman adventures 
which Pacesetter plans to publish. 
Each will include clues to the 


Sandman’s identity. The first per- 
son to deduce it and send the 
information to Pacesetter on one 
of their entry forms will win 
$10,000. 

This kind of tacky marketing 
ploy can only be deplored. 
Adventure games are not Big 


Macs, and gamers have at least 
slightly more intelligence than the 
typical couch potato. One can 
only hope this kind of prize gim- 
mick is a resounding failure. 


Available thru Sleuth (order 
PS-5001). a] 
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STAR TREK 
The Adventure Game 


By Greg Costikyan 
(West End, $16) 


Reviewed by 

Frederick Paul Kiesche III 

Star Trek: The Adventure Game 
compares to another West End 
release by the prolific Greg Costi- 
kyan, Web & Starship, not so 
much in subject matter (both 
could be called ‘‘space opera” in 
style), but in that Costikyan has 
tried to do something innovative 
with both games—rather than 
refrying the same old hash, And, 
to a large extent, he has succeed- 
ed with this game. Whereas Web & 
Starship was a balanced and 
exciting three-player game that 
also worked as a two-player game, 
Star Trek is a two-player ‘‘para- 
graph adventure’ game that 
works best as a one-player game. 


The game takes place in the 
Organian Neutral Zone, a ‘‘buffer 
zone” between the good guys (the 
Federation) and the bad guys (the 
Klingons) that was set up by a 
super race known as the 
Organians. The Organians are so 
powerful that they could wipe 
out the Federation and the Klin- 
gons in a wink of an eye. How- 
ever, they are a peace-loving race 
and feel that the Klingons and the 
Federation could compete 
peacefully. 


The Neutral Zone was created in 
the TV episode “‘Errand Of 
Mercy” and was reinforced by a 
few other episodes, most notably 
“The Trouble With Tribbles,"’ 
Most of the televised, filmed, and 
written Star Trek genre has 
ignored the Organians—they are 
quite powerful and the Peace 
Treaty that they imposed put a 
damper on a lot of hack-’n’-slash 
combat. One game inspired by the 
genre (Task Force's Star Fleet 
Battles) even went so far to have 
the Organians vanish so that all 
the various races could have a 
major war. It seemed that many 
felt the constraints of the Peace 
Treaty and the Neutral Zone to 
be too confining. However, as 
people such as David Gerrold— 
and now, Greg Costikyan—have 
proved, the Neutral Zone concept 
can lead to interesting situations, 
provided that you have sufficient 
imagination, 


30 


' ME 
THE ADVENTURE aati 


Star Trek uses a ‘paragraph 
adventure system”’ similar to 
those used by Metagaming in sev- 
eral of the adventures for the ill- 
fated Fantasy Trip system as well 
as ‘‘choose-your-adventure”’ 
books that have flooded book 
stores over the past several 
months, Set up is easy and quick. 
Players crew their ships on home 
planets and set up star bases and 
the display markers, The game is 
then played by the two players in 
a series of turns broken down into 
various phases—initiative (the 
player with the greatest number 
of reputation points goes first 
that turn), movement (first “‘ran- 
dom events” are determined, then 
ships are moved up to twelve 
hexes unless they have exhausted 
their power source), exploration 
(where the player adventures on 
unexplored planets), political 
(attempting to influence planets 
towards one side or another), ship 
replacement (bringing in ships to 
replace those lost), and game-turn 
record (keeping track of what 
turn you’re on). 

The movement, exploration, 
and political phases all warrant 
further explanation. The move- 
ment phase starts with the draw- 
ing of random events. These 
events, ranging from news of an 
imminent nova to the uncovering 
of Klingon agents, can drastically 
change the plans of the active 
player for that turn. Movement is 
up to twelve hexes. The player 
must then roll a six-sided die to 
see if the ship’s dilithium crystals 
are exhausted. If the crystals 
become exhausted, then a ship 
can Only move two hexes per turn 
(three hexes if an engineer is 
present) until you can make it to 
a base and get new crystals. An 
interesting twist is that the 
Neutral Zone Treaty conditions 


allow ships to dock at an enemy 
base and to replenish crystals 
there! 

In the exploration phase a 
player moves his ship to an unex- 
plored planet and draws one of 
the planet markers from the pool 
of unexplored planets, The other 
player then reads a series of des- 
criptive paragraphs from the 
adventure book. These paragraphs 
end in a question for the explor- 
ing player, which leads to other 
paragraphs which can result in 
casualties, loss or gain of reputa- 
tion points and a shift in the 
political balance between the two 
sides. Some of the adventures will 
be familiar to viewers of the Star 
Trek series as being similar to 
those aired by that series. Others 
are Original to this game. There 
are even a few blatant ‘‘commer- 
cials” for other West End 
products such as Web & Starship! 
Each adventure starts with a gen- 
eral description that can apply to 
either player and then breaks 
down into sub-descriptions appli- 
cable only to either the Federa- 
tion or the Klingon player. 

The political phase allows the 
Federation player to use his Fed- 
eration commissioners and the 
Klingon player to use his agents 
to try to influence the political 
balance on various planets and 
bases through diplomacy, sabo- 
tage, and assassination; thus per- 
mitting players to deviate from 
the paragraph-dictated actions 
and results and adding a touch of 
Machiavellian back-stabbing and 
intrigue to the game. 

Although the game system 
states that it is the non-exploring 
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Call Of Cthulhu Supplement 
MASKS OF 


NYARLATHOTEP 

By Larry DiTillio 

(Chaosium, $18) 

Reviewed by William A. Barton 
Perhaps the greatest compliment 
one designer can pay another is, 
upon reading his collegue’s work, 
to wish he had designed it him- 
self, That was how | felt when 
first perusing the contents of 
Chaosium’s boxed Ca// Of 
Cthulhu supplement, Masks Of 
Nyarlathotep. And the more | 
examined it, the more was my ini- 
tial impression strengthened. Con- 


player that reads the adventure 
paragraphs and while there is 
some player interaction through 
the use of agents and intrigue, | 
found that it works best as a one- 
player game. The emphasis on 
exploration instead of combat 
means that one major problem 
from previous solo games—that of 
fighting fairly against yourself—is 
removed. Having the second 
player read the paragraphs instead 
of reading them yourself in the 
two-player version is a stop-gap 
attempt against boredom that 
works depending on the people 
involved. Some will get heavily 
involved and read the paragraphs 
with great drama and get vast 
amounts of enjoyment out of the 
other player’s reaction. Others 
will be bored stiff while waiting 
for their turn. For this reason, | 
have found the solitaire version to 
be the best. 

Star Trek: The Adventure Game 
stresses diplomacy and explora- 
tion, This is not to say that there 
is no combat—some adventures 
occasionally end in fighting and 
death (you have to use those 
security officers for something!). 
However, there is no ship-to-ship 
combat in the game; players must 
compete by trying to influence 
planets towards their philosophy 
and political spheres (either Klin- 
gon or Federation) , not by bomb- 
ing each other out of existence. 
This means that you must think, 
not just shoot blindly. 

Overall | enjoyed this game. | 
have, on numerous occasions, 
found myself without an oppo- 
nent and I’m sure that others have 
found themselves in similar situa- 
tions. I'd recommend this game 
for those people (instead of use in 
a two-player situation), | hope 
that West End comes out with 
more games of this style; this will 
certainly fill a welcome niche on 
my game shelf! 


Available thru Sleuth (order 
WE-11004). oO 
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Periotss Adventures to Thwart the Dark God 


* Larty DiTillio 


Lynni Willis 


ceived and primarily designed by 


Larry DiTillio, and expanded by 


DIFFERENT WORLDS 


Chaosium’s Lynn Willis and 
Sandy Petersen, Masks has to 
stand as the finest scenario pack 
ever designed for Ca// Of Cthulhu. 
Or for any other role-playing 
game, for that matter. If offers 
Keepers and investigators a globe- 
spanning Cthu/hu campaign in 
five chapters, each centering 
around a specific city or country, 
in which the player-characters 
have the dubious honor of 
opposing the dread god Nyar- 
lathotep himself, plus his count- 
less minions, in a plot to release 
the Great Old Ones on an unsus- 
pecting world. Each chapter is 
further divided down into several 
separate scenarios, each brimming 
over with nasty Cthulhu Mythos 
menaces, mad cultists, new spells, 
and intrigue galore. 

The campaign starts in New 
York, where the investigators are 
contacted by an old friend and 
author of several exposes on cults, 
Jackson Elias. Elias claims to have 
discovered new information on 
the ill-fated Carlyle expedition, 
which disappeared in Kenya in 
1916, However, before they can 
meet with their friend, Elias is 
murdered. Evidence points to 
members of the Cult of the 
Bloody Tongue (worshipers of 
Nyarlathotep in one of his thou- 
sand aspects), and leads investiga- 
tors from New York to London, 
Cairo, Kenya, and/or Shanghai— 
depending on exactly which clues 
are uncovered and the inclinations 
of the players—in their efforts to 
thwart the Dark God. In New 
York, they may face zombies in 
an African Juju house. In Lon- 
don, creatures ranging from a 
werewolf to an evil ancient ser- 
pent man may Iurk in the wispy 
tendrils of the city’s fog. In Cairo, 
the Brotherhood of the Black 
Pharaoh and the horror beneath 
the pyramids await. In Kenya, 
investigators might encounter the 
spawn of Nyarlathotep itself. And 
in Shanghai, the foul Order of the 
Bloated Woman, the secret of 
Gray Dragon Island, and some 
unexpected allies are poised to 
complicate matters. Throughout, 
the traces of what actually hap- 
pened to the Carlyle expedition 
are sprinkled to tantalize and 
entice the group onward in their 
dangerous quest. 

Although set up so that investi- 
gators may travel to any of the 
other four cities following the 
opening scenes in New York, 
Masks does follow a logically 
ordered progression in its layout 
and presentations. Most groups 
will likely visit London after they 
leave New York, then pursue the 
trail on to Cairo, with the danger 
to life and sanity growing accord- 
ingly. From Cairo, either Kenya 
or Shanghai offer equal possibili- 
ties—and both are similarly 
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deadly. This is definitely not a 
scenario for beginning players or 
those new to Cthulhu. (Newly 
generated investigators in the 
hands of experienced players 
would be all right—and in fact will 
probably be necessary as the 
Black God takes his toll in bodies 
or minds over the course of the 
campaign.) Additionally, there are 
a number of side trips, especially 
in the London chapter, that could 
be used as separate scenarios in 
themselves at a later date, should 
the investigators miss them during 
the main campaign. 

I'm really quite impressed at the 
amount of material packed into 
Masks's slender box. The five city 
books range from 16 pages (New 
York) to 32 pages (Cairo and 
Shanghai) in length—plus a four- 
page introduction, an 18-page 
player handout book, and a card- 
stock handout sheet that even 
includes a matchbox the Keeper 
can put together as a physical clue 
for investigators. Each book is 
indexed for the Keeper's conveni- 
ence, and a separate credits/index 
sheet is also included to help pull 
them all together. There's easily 
enough material here to keep a 
Cthulhu campaign going for 
months if the Keeper makes use 
of all—with plenty of goodies left 
over that can be added to the 
Keeper's own campaigns, whether 
he runs Masks as is or not. This 
includes most of the city maps; 
some nice period maps of Africa, 
China, etc.; and almost eighty 
new spells, artifacts, items, skills, 
or creatures, There’s even a Mar- 
tial Arts skill added to the game 
for fans of Bruce Lee/Chuck 
Norris films. 

In fact, I’m really hard-pressed 
to find things | don’t like about 
this adventure pack (speaking as a 
Keeper, of course—players who 
have to face some of the nasties 
DiTillio & Co. have dreamed up 
may have other opinions), | am 
somewhat disappointed in the 
sketchy nature of a couple of the 
city maps—New York and Cairo, 
in particular. Other than showing 
general locations of some of the 
locales in the scenario, they're not 
of much further use. London and 
Shanghai, are pretty good, 
though, and could be utilized for 
scenarios of a Keeper’s own 
devising in these cities. The only 
other disappointment | had was in 
learning that there was a sixth sce- 
nario—set in the lost city of the 
Great Race in the Australian 
desert—that had to be cut from 
the package for reasons of space. 
After reading the rest of the cam- 
paign, I’m really looking forward 
to that particular chapter as well 
(with luck, it should appear in a 
forthcoming book of adventures). 

Masks Of Nyarlathotep simply 
has to be at least a contender for 


Best Role-Playing Adventure in 
this year’s ORIGINS awards, at 
least if there’s any appreciation 
among the voters for an excellent- 
ly conceived and executed sce- 
nario pack that will challenge the 
most experienced Cthu/hu players 
to the utmost. | can thoroughly 
recommend Masks to any 
Keeper—even if you don’t normal- 


ly use published scenarios—and to 
any gamer with an interest in the 
Mythos or who simply wants to 
see what a first-class scenario pack 
looks like. Good job, DiTillio, et 
al—I’m glad you’re on our side! 


Available thru Sleuth (order 
CH-2307-X). QO 
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Traveller Book 6 
SCOUTS 


By Marc Miller (GDW, $6) 
Reviewed by Terry McInnes 


Scouts is an addition to the 
Traveller game system that is long 
overdue, More than six years after 
Traveller was born, a comprehen- 
sive, thoroughly detailed set of 
rules that guide players through 
the creation of a planetary system 
has finally been included, And, 
it’s well worth the wait! 

Scouts opens with a detailed 
description of the IISS that tells 
of the functions of its seven 
offices, and their respective 
branches, and divides the service 
into the ‘Field’ and the “‘Bureau- 
cracy,” a move that neatly justi- 
fies the existence of two Scout 
generation systems, The original 
generation system in Book 1 is 
designed to ‘create the unconven- 
tional and flexible . . . individual- 
istic type of person” suitable for 
the field. The expanded system of 
Book 6 generates both the free- 
ranging, unstructured field agents 
as well as the apparatchiks of the 
strictly governed, regulation- 
bound Bureaucracy. 

The character generation system 
in Book 6 is the latest of the 
expanded systems that began with 
Book 4, Mercenary, and contin- 
ued in Book 5, High Guard, as 
well as the “Merchant Prince” 
character generation system in 
The Journal of the Travellers’ 
Aid Society. 

Characters may join the unrank- 
ed Field when they begin their 
careers. Or, they may apply to go 
to college. If they graduate suc- 
cessfully, they are eligible to join 
the Bureaucracy, but only with an 
ordinary rank (equivalent to an 
enlisted person in the military and 
naval systems). Honors college 
graduates, however, are allowed 
to join the Administrators, the 
officer corps of the 1ISS Bureau- 
cracy. Scout Office assignments 
are rolled for at the beginning of 
the characters’ careers. Unlike 
previous systems, the Scout sys- 
tem allows characters to roll for 
reassignment to a different office 
at the end of each four-year term, 

Scouts in the Field may be 
assigned to the Exploration 
Office, the Communications 
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Office (X-Boat duty), or the 
Imperial Grand Survey (mapping 
stellar systems inside and outside 
the Imperium). 

Bureaucracy members are 
assigned to Administration, the 
Technical Office, the Detached 
Duty Office (which includes the 
Intelligence Branch), and the 
Operations Office (including the 
elite Security Branch—the Impe- 
rium’s version of the KGB, one 
that is hopefully not quite as 
ruthless). 

As with Mercenary and High 
Guard, duty assignments, survival, 
skills, and promotions (for 
Bureaucracy members only) are 
rolled for once a year. War and 
special missions are especially 
dangerous assignments with survi- 
val throws of up to 7+. However, 
surviving characters are rewarded 
with two rolls on the skills tables 
for each of these assignments, 
instead of the normal one roll. 

Duty assignments for both 
Bureaucracy and Field operatives 
include the abovementioned 
special and wartime missions, as 
well as ordinary missions, train- 
ing, routine, and base assign- 
ments, 

Training assignments lead to var- 
ious schools where one or two 
skills may be acquired in a year, 
depending on the school, Several 
new skills have been introduced 
to Traveller in Book 6. These 
include Equestrian, Survey, and 
most interestingly, Naval Archi- 
tecture. This last skill is a wel- 
come addition, but seems a bit 
out of place; as if it was left out 
of High Guard and included in 
Scouts to make up for this 
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omission. 

There are two additional anom- 
alies: No blade skills are included, 
even though they are part of the 
Scout generation system in Book 
1. And, Hunting skill is described, 
but is not listed on the skills 
acquisition tables. 

For many Traveller players, 
especially the gamemasters, the 
character generation system will 
be the hors d’ourves preceeding 
the great feast to follow—GDW’'s 
new and exhaustive steller genera- 
tion system, 

Be warned, This is not some- 
thing you roll your way through 
ten minutes before your campaign 
is scheduled to begin. GDW hints 
at its complexity when it states 
that players may find a home 
computer useful, 

However, don’t be scared off. 
You can go into as much detail as 
you wish in developing a star sys- 
tem. And, you can “retrofit” new 
star systems to your previously 
generated Traveller worlds. 

A few die rolls will tell you a 
star’s spectral type, if it is a single, 
binary, or triple system, and how 
many planets orbit it—including 
the number of gas giants and 
planetoid belts. The rules then 
indicate where to place previously 
generated main worlds, and life 
zone tables indicate which orbits 
would be most favorable for life- 
bearing planets around a given 
type of star, 

Players who wish to go into 
more depth can roll the number, 
size, and characteristics of moons 
orbiting the system’s planets, 
Planetary rings are added for the 
first time, as well as a new size 
“S" small planet. 

Other features such as mining, 
farming, and colony worlds have 
been added, as well as various 
types of subordiante spaceports in 
the detailed star systems. 

Book 6's chapter on Astronomi- 
cal Data gives readers a crash 
course in astrophysics including 
formulae for determining orbital 
periods and distances, and the 
average surface temperature of a 
planet (here is where your home 
computer and any programming 
skills come in handy). 

A new, photocopyable system 
data form is presented at the back 
of the book (this form is two 
pages long!), as are samples of sys- 
tems—Regina and Terra—that 
have been generated with Book 6. 
Regina, by the way, turns out to 
be a moon orbiting a gas giant in a 
triple star systern. 

Book 6 includes a wealth of 
tables conveniently gathered 
together on facing pages for quick 
reference. Among these are tables 
showing a recap of the world 
characteristics shown in Book 3, 
along with the new tables showing 
system features, planetary and 
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satellite orbit radii, features of 
worlds subordinate to the sys- 
tem’s main world, and the habit- 
able orbits around seven different 
sizes of stars with spectral types 
ranging from BO biue-white giants 
to M9 red dwarfs. 

Astronomical tables to be used 
to embellish system features pro- 
vide such details as stellar magni- 
tude, luminosity, temperature, 
and mass for the main sizes and 
spectral classifications. Orbital 
eccentricity of planets, green- 
house effects, albedo and its 
affect on planetary surface tem- 
perature, and axial tilt are discuss- 
ed and included on tables in the 
astronomical data chapter. 

The designer warns readers that 
all this material need not be used 
in generating most of the worlds 
in an adventure. The most detail- 
ed material should only be gener- 


ated for the handful of worlds 
where most of an adventure will 
take place, otherwise the game- 
master will spend an eternity with 
dice rolls, formulae, and tables. 

In spite of the complexity, 
Book 6 is an excellent work with 
few flaws. The material is well- 
organized and easy to use. How- 
ever, there is a major error in the 
astronomical data chapter. 

The Criteria for Orbit Zones 
listed all temperatures in degrees 
Kelvin (zero degrees K = -273 
degrees Celsius, or absolute zero). 
Although the upper temperature 
limit for solid planets in a system 
may be correctly stated as 2273 
degrees K, the remaining tempera- 
ture limits should be expressed as 
degrees C. There is no degrees K 
below zero. 

The temperature determination 
formula yields an answer in 


degrees K, Gamemasters should 
subtract 273 from the answer to 
obtain the average planetary sur- 
face temperature in degrees C. 

This formula, the planetary dis- 
tance formula, and the calcula- 
tions needed to determine a 
planet's albedo are quite complex 
and time-consuming. Gamemas- 
ters who plan to go into this 
much detail for their worlds 
should program these calculations 
into a personal computer. 

In spite of this complexity, 
Book 6 is basic material for all 
Traveller players and is indispen- 
sable to gamemasters for planning 
colorful, scientifically accurate 
campaigns, Scouts truly adds a 
new dimension to Traveller 
adventure. 


Available thru Sleuth (order 


GD-337). Oo 
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Adventures in the World of 
Privateers & Gentlemen 


THE KING 
OVER THE WATER 


By Jon Williams and 
J. Andrew Keith (FGU, $6) 


DECISION AT DJERBA 


By J. Andrew Keith ($5) 
Reviewed by Jeff Seiken 

When first published several years 
ago, Privateers & Gentlemen 
included no introductory adven- 
ture to help the novice gamemas- 
ter. Except for some guidelines 
and advice, the responsibility of 
creating a scenario and getting a 
campaign underway rested solely 
with the gamemaster. Now, how- 
ever, FGU has filled this void with 
the release of two adventure 
supplements— The King Over the 
Water and Decision At Djerba— 
for its unique and fascinating 
game of adventuring in the Age of 
Fighting Sail. 

The first supplement, The King 
Over the Water, is actually several 
things in one. The centerpiece of 
the package is the scenario of the 
title name, which fills two-thirds 
of the booklet. Set during the 
Seven Years War—in February of 
1758 to be exact—this multi-part 
scenario begins with the player- 
characters aboard His Majesty's 
sloop of war Do/phin at anchor 
in Spithead. One player must 
assume the role of Do/phin's cap- 
tain and any additional players 
can fill in the subordinate posi- 
tions. Without giving too much 
away, the players will eventually 
find themselves sent to Holland, 
to investigate the recent arrival of 
Stuart-in-exile Bonnie Prince 
Charlie. For a time, dress balls 
and murderous intrigues replace 


the thundering of broadsides and 
bloody boarding actions, as 
players try to unravel the intricate 
plot which might threaten the 
very security of the throne of 
England. The scenario’s climax 
involves an attack upon a French 
squadron downwind in a partially 
charted bay in the midst of a wild 
storm. A single miscalculation can 
cost the British victory, but suc- 
cess will win the gratitude of a 
relieved Government and Admi- 
ralty, (As well as the accolades of 
Admiral Hawke who, incidentally, 
would face an extremely similar 
situation, though on a much 
larger scale, a year and a half later 
at Quiberon Bay. Isn't it interest- 
ing how “history” repeats itself?) 
“The King Over the Water” is a 
good, challenging scenario that 
forces players to use their role- 
playing and deductive talents, in 
addition to their more martial 
skills. To propel the action along, 
the scenario also contains several 
built-in “idiocy factors” in the 
form of gamemaster characters 
who will reveal important plot 
details should the players ever 
find themselves completely 
baffled or stymied. However, the 
background detail for the part of 
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the adventure that occurs in 
Amsterdam and Rotterdam is at 
times sketchy and a gamemaster 


might find his abilities taxed by 


an inventive group of players. 
Additionally, the time period of 


tthe Seven Years War, although a 


necessity because of the political 
factors involved, detracts from 
the scenario’s appeal, as | would 
imagine that most players (and 
gamemasters) would be more 
interested in role-playing a cam- 
paign set during the Revolution- 
ary or Napoleonic Wars, Even as a 
One-time adventure, though, “The 
King Over the Water’ should 
provide many evenings of exciting 
and rewarding play. 


The King Over the Water pack- 
age also includes a system for 
advanced character generation, as 
well as several new skills. The 
character generation system 
allows a character’s complete 
history to be created, from his 
start as a midshipman up through 
any point in his career, The possi- 
bilities of seeing action and receiv- 
ing notice, promotion, and/or 
prize money are all taken into 
account, Finally, a description of 
the Acre campaign in Syria 
(March-May 1799) for use as a 
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historical campaign setting in 
P&G rounds out the rest of the 
book, Besides presenting the 
historical background and sce- 
nario suggestions, this section also 
provides short biographical sum- 
maries and stats for some of the 
more important personalities who 
participated in the campaign. 


The second supplement, Deci- 
sion At Djerba, shares the same 
Mediterranean setting as the Acre 
campaign. In fact, the end of the 
Acre campaign dovetails perfectly 
into the beginning of the “Deci- 
sion At Djerba” scenario, which 
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Approved For Use With 
Traveller 


A PILOT’S GUIDE TO 
THE DREXILTHAR 
SUBSECTOR 


By J. Andrew Keith 
(Gamelords, $5.95) 
Reviewed by Tony Watson 


The Drexilthar Subsector is part 
of the Reavers Deep Sector, the 
setting for a number of adven- 
tures and playaids for Traveller 
authored by William H, and J. 
Andrew Keith. The Keiths have 
recently joined forces with Game- 
lords, a new and important 
producer of Traveler related 
items. The Drexilthar Subsector is 
the region of space in which a 
number of these adventure books 
are set and the volume under con- 
sideration in this review, A Pilot’s 
Guide to the Drexilthar Sub- 
sector, offers an overview of 

the area. 

The Guide is similar in purpose 
to supplements like GDW’s The 
Solomani Rim and The Spinward 
Marches, but different in execu- 
tion. Like those supplements, its 
purpose is to map a region of 
space and provide basic planetary 
data on the worlds in that area so 
that they can be used as settings 
for Traveller scenarios. But in the 
Drexilthar guide, the focus is 
shifted down one level from the 
sector-wide view of the aforemen- 
tioned supplements to a smaller 
area, a single subsector, with a 
corresponding increase in detail. 

The booklet has three maps: 
one showing the relation of the 
Reavers’ Deep sector to the Impe- 
rium, Solomani Confederation, 
and Aslan Hierate, a second show- 
ing the subsectors of the Reavers’ 
Deep sector, and a third, and 
more important, map that shows 
the the worlds of the subsector 
itself, This latter map is presented 
in the fashion pioneered by GDW: 
a hexgrid map, using various sym- 
bols to denote the presence of 
bases and so on, faced with a list- 
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starts in June 1799. In this adven- 
ture, the 36-gun frigate Ga/atea 
(and her player-character officers) 
has been sent as the advance ship 
of a small blockading squadron to 
watch the French controlled port 
of Djerba on the North African 
coast. The scenario is modular in 
approach, in that several distinct 
mini-adventures can take place, 
depending on the gamemaster, the 
occurrence of certain semi- 
random events, and the initiative 
of the player-characters, For 
example, a French corvette carry- 
ing dispatches might try to run 
into the harbor or the players 
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ing of the worlds and their stats. 

However, the bulk of the vol- 
ume is turned over to somewhat 
detailed descriptions of each of 
the worlds within the Drexilthar 
Subsector, Each is about a page in 
length, and though this is hardly 
enough to adequately describe the 
entire world, it is more than is 
provided in other sector/subsector 
guides. Each of these entries 
begins with a boxed summary of 
the physical characteristics of the 
planet and its system (the worlds 
in the subsector seem to have 
been created with benefit of the 
expanded system creation proce- 
dures of Book 6, Scouts). 


The world descriptions consist 
of a few paragraphs discussing 
pertinent aspects of the planet in 
question. These tend toward 
political and economic informa- 
tion over geographic and climatic 
particulars, It’s unfortunate there 
wasn't enough space to print a 
small map of each world; this 
would have made each entry very 
complete. As it is, the book offers 
some interesting worlds, with 
diverse cultures, animal life, polit- 
ical systems, and economies. 
There is enough in each entry to 
get a feel for the world, and per- 
haps suggest some scenarios. 

Even if a gamemaster’s cam- 
paign isn’t set in the Drexilthar 
Subsector, information in the 


might decide to launch a cutting 
out raid against some of the trans- 
ports anchored in the lee of the 
French warships. The players 
must also contend with the news 
of the breakout of a huge Franco- 
Spanish fleet from Cartagena and 
the possibility that the fleet, or a 
portion of it, might proceed to 
Djerba, Although ‘Decision At 
Djerba” presents less emphasis on 
role-playing than does ‘‘The King 
Over the Water,” it still provides 
plenty of opportunities for action 
and drama. The booklet also 
includes a brief section on staging 
a Heart Of Oak miniatures cam- 


Guide could prove useful in gener- 
ating worlds within that game- 
master’s universe. For the fledging 
campaign, this is an excellent 
source of predescribed worlds; an 
entire subsector is mapped and 
explained for the gamemaster 
who doesn’t have the time or 
inclination to do so himself. 
Moreover, there is the added ben- 
efit of adventure books available 
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A Campaign Supplement For 
Justice Inc. 


LANDS OF MYSTERY 


By Aaron Allston 
(Hero Games, $9.95) 


Reviewed by 

Russell Grant Collins 

Lands Of Mystery is Hero Games’ 
latest supplement for Justice /nc. 
and it contains conversion stats 
for Chill, Call Of Cthulhu, and 
Daredevils. Like some of their 
Champions supplements, Lands 
Of Mystery is more than a simple 
scenario or set of scenarios, but 
an expansion of the basic system 
that can be used more than once. 


The idea behind this book is 
that the pulps that were the basis 
for Justice Inc. were really made 
up of a number of different sorts 
of stories, among them what 
Allston terms ‘Lost World 
Romances,”’ These are the sort of 
stories made famous by Edgar 
Rice Burroughs in which a man or 
group of men from our world find 
themselves in a mysterious land of 
strange or extinct creatures and 
primitive men. Usually, the hero 
would meet and fall in love with a 
beautiful native princess and assist 
her tribe against the evil forces 
trying to enslave them. Besides 
Burroughs, such stories were 
written by Sir Arthur Conan 
Doyle and Jules Verne, to name 
two of the most famous. 


This supplement covers every- 
thing a gamemaster would need to 
recreate this genre and creates a 
sample lost world called Zoran- 


paign using the same basic situa- 
tion. My one complaint is that, 
like “The King Over the Water,” 
this scenario lacks detail in some 
areas; for instance, should the 
players decide to slip into Djerba 
for the purposes of gaining infor- 
mation, the gamemaster will have 
to improvise greatly. In spite of 
this, both supplements exemplify 
the same high spirit of adventure 
and excitement that so strongly 
distinguishes Privateers & 
Gentlemen. 


Available thru Sleuth (order FG- 
5402 and FG-5403 respectively). 


from Gamelords that are set in 
this area of space, with more 
promised to appear in the near 
future. A Pilot’s Guide to the 
Drexilthar Subsector is worth 
consideration by any Traveller 
gamemaster, 


Available thru Sleuth (order 
GL-2980). 


dar, complete with characters 
used by the first group who ran in 
it as examples of the sorts of char- 
acters that are usually found in 
these stories. The concept of Mys- 
tery Hunted from Champions is 
used to good effect here, because 
the players will usually not know 
what they’re likely to find in this 
new world. Similarly, provisions 
are made for characters to get 
starting points for romances that 
won't begin until they meet the 
right person somewhere in the 
unfolding of the plot. 


There are a few problems with 
this supplement, however. The 
worst is that the maps are all mis- 
keyed in that the text refers to 
certain features as 3a and 3b, for 
example, but the corresponding 
items on the map would be label- 
ed 3 and 4. The worst part of that 
is that the next item would be 4 
in the text and 5 on the map, so 
that when trying to refresh his 
memory about an area on one of 
the maps, he might look at the 
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wrong part of the text. Simply 
renumbering the text will solve 
this problem. Also, two numbers 
were omitted from one of the 
maps, so the gamemaster must use 
his best judgment about where 
the two lost cities are. However, a 
careful reading of the text 
descriptions will enable him to 
place them fairly close to where 
they are probably supposed to be, 
The conversions are okay, but 
converting this supplement to Ca// 


Of Cthulhu or Chill seems pecu- 
liar, considering the different 
genre features in these games. 
Still, the intelligent spiders could 
be minions of some ancient 
horror bent on finding a way to 
reach the outside world. 

One other warning that the 
prospective gamemaster should 
consider before picking up this 
supplement is that some players 
don’t care for this kind of cam- 
paign. It’s a good idea to check 


with your prospective players 
before planning to use this; having 
read (and enjoyed) Burroughs is a 
sign that they'll enjoy this. With 
this in mind, | recommend Lands 
Of Mystery to everyone running a 
Justice Inc. campaign or thinking 
about running one. It could 
always be used simply as a change 
of pace adventure. 


Available thru Sleuth (order 


HE-020). Oo 
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A Supplement for use with 
Star Trek 


THE ROMULANS 


By Fantasimulations 
Associates (FASA, $12) 


Reviewed by 
K.L. Campbell-Robson 


Star Trek fans, rejoice! At long 
last, a sourcepack for Romulans is 
in circulation. Every now and 
then it’s nice to play a “‘bad guy”’ 
and the Romulans are certainly 
the most intriguing of ‘‘bad 
guys.” FASA proved themselves 
with their very enjoyable Star 
Trek role-playing game, and now 
they've done it again. The 
Romulans soucepack consists of 
two rulebooks, The Romulan 
Way: Game Operations Manual, 
48 pages; and The Romulans: 
Starfleet Intelligence Manual, 32 
pages. 

The first book, the Game Opera- 
tions Manual, is the gamemaster’s 
information guide. This book 
describes in fairly complete terms 
the Romulan Way, which consists 
of the Romulan lifestyle, cus- 
toms, language, homeworlds, 
spaceships, and military services, 
among other things. Most of 
FASA’s information for this 
sourcepack was conjectured from 
sparce hints in the TV series, but 
though there seem to be holes in 
the rule outlines (places that are 
like something seen only in peri- 
pheral vision, there from the 
sides, but never when looked for 
directly), they are written 
smoothly enough to keep play 
running well. Personally, | prefer 
rules to be this way anyway since 
| like to fill in my own blanks, 
but this is no obstacle for persons 
who like their rules ready-made. 
Besides, | can never put my finger 
on just what it is that is missing. 

The player's rulebook, the Star- 
fleet Intelligence Manual, gives 
the Federation players (and 
novice Romulans) an idea about 
Romulan culture and history 
without revealing too much, This 
book intrigued me most from its 
sketches of Romulan spacecraft 
and the accompanying descrip- 
tions. This book also describes 
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weaponry and equipment as well 
as a toned-down version of the 
gamemaster’s rules on language, 
customs, and alliances. When 
taken as a supplement to the 
Game Operations Manual, many 
of the holes in the gamemaster’s 
book are filled in satisfactorily. 
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STORMBRINGER 
COMPANION 


By Steve Perrin, et al 
(Chaosium, $10) 
Reviewed by Paul Ryan O’Connor 


Michael Moorcock’s Elric is one 
of my all-time favorite fantasy 
characters, and I’ve been an avid 
Stormbringer player since before 
that system's publication. Like 
most Stormbringer fans, |'ve been 
a little disturbed at the lack of 
support this system has received 
in the form of scenarios and 
supplements. In their desire to get 
something on the market to 
please the gamers, Chaosium has 
released the Stormbringer Com- 
panion, a collection of the shorter 
Stormbringer submissions made 
to Chaosium over the last couple 
of years, bound together into one 
80-page book. Some features of 
the book are outstanding. At least 
one is truly awful. The bulk of 
the product is mediocre. 

The Stormbringer Companion is 
divided into two sections—rule- 
book additions and scenarios, The 
rulebook additions are of supple- 
mentary nature—don't go looking 
for errata here. Of the scenarios, 


Though skeletal, these rule- 
books are very complete for being 
so small. Much of the information 
in one is contained within the 
other in a slightly different for- 
mat. They could never stand on 
their own, for combat is not 
described in these books, but this 
sourcepack is an invaluable addi- 
tion to the archives of any Star 
Trek player. 

The character generation rules 
deserves a round of applause. 
They are as complete as can be 
without resorting to other rule- 
books, FASA’s character genera- 
tion system is one of the best I’ve 
ever seen and this does not change 
in The Romulans sourcepack. 

All in all this is an excellent 
system and FASA proves that 
someone cares about the “bad 
guys.” | say it’s about time. 


Available thru Sleuth (order 
FA-2005). a] 


New Adventures, Creatures & Heroes 


two are solitaire while the remain- 
ing four are intended for use with 
players and a gamemaster. 
Leading off the book is a sec- 
tion by Ken St. Andre detailing 
twelve new monsters for Storm- 
bringer. Ken's always been against 
“monster lists,” preferring to let 
players develop their own crea- 
tures rather than consult a book, 
but he seems to have applied him- 
self here. Most of the creatures 
are very obscure, and Ken has 
taken great liberty in detailing 
creatures that Moorcock tossed 
off in a paragraph for sepcial 
effects in the books. Nevertheless, 


this is a worthwhile section, espe- 
cially for gamemasters who have 
trouble developing new creatures. 

In the next section, Glenn Rah- 
man and Steve Perrin give us stats 
for nine characters from the series 
not detailed in the Stormbringer 
game book, This section is excel- 
lent, and is the high point of the 
product, The characters detailed 
are Cymoril, Dyvim Tvar, Doctor 
Jest, Magum Colim, Valharik, 
Daxif D’'aan, The Creature 
Doomed to Live, Dyvim Tarkan, 
and Elric’s father, Sadric the 
Eighty-Sixth. Character descrip- 
tions are laid out as in the rules, 
with a block of text followed by 
game stats. The interpretation of 
these characters is creative (espe- 
cially in the case of Doctor Jest), 
and | can detect no major contra- 
diction with the characters as 
they were presented in the 
books. Perfect. 

We go from the penthouse to 
the basement for the next section, 
which details 13 exotic treasures 
for use in Stormbringer games. 
This section left me cold, Little 
effort seems to have been invested 
in the design of these items, most 
of which are potions or by- 
products of creatures encountered 
in the game. This section looks 
like filler, and the product suffers 
for it. 

Ken St. Andre contributes the 
next section, a solitaire adventure 
recreating the sea battles from 
Michael Moorcock’'s Elric Of 
Mel!nibone. That's the one where 
Elric is kicked into the sea by 
Yyrkoon only to be rescued by 
Straasha. In this adventure, the 
player is given the role of Elric, 
and is asked to fight his way 
through the adventure. The 
adventure duplicates the book, 
and will offer few surprises to 
Moorcock freaks. It struck me as 
very Moorcockian to play this sce- 
nario while realizing the doom 
with which it must end, but you 
might consider this a weakness. | 
should note that the adventure is 
marred by an editing error that 
cuts off half the adventure, but 
you can find your way through 
the thing if you're willing to read 
through a few extra paragraphs. 
More about editing later, 


The next section of the book 
contains a criminally underdevel- 
oped scenario about a group of 
characters on a quest into the 
forest of Troos after the ingredi- 
ents needed to make the Elixir of 
invulnerability. This is only an 
outline of an adventure, padded 
by three pages of character and 
monster stats. There is very little 
worthwhile here. 

The following scenario is a soli- 
taire adventure by Glenn Rah- 
man, concerning the adventures 
of Moonglum in the Marshes of 
the Mist just before Moonglum 


DIFFERENT WORLDS 


meets up with Elric. This is a well- 
written and challenging solo, with 
a good deal of built-in variability. 
Most importantly, this scenario 
feels like a Moorcock adventure— 
a quality that all too many Storm- 
bringer adventure lack. A good 
effort. 

A fairly straightforward dun- 
geon adventure called the “Hall 
Of Risk’’ is next. This adventure 
seems inspired by the last tale in 
Michael Moorcock’s The Weird of 
the White Wolf. |\n both the story 
and this adventure, Balo has intro- 
duced an odd building into the 
landscape that causes some prob- 
lems to the locals. The gamemas- 
ter is provided with a number of 
rationales with which to motivate 
characters to investigate this 
place, and the adventure is 
underway. 

This adventure is very dungeon- 
esque, with rooms and doors, and 
terrible things waiting around the 
corner, The adventure has a 
proper amount of Moorcockian 
chrome, but it still feels a little 
D&Dish, As a dungeon, it is very 
good. As an adventure involving 
elements of Moorcock’'s Chaos, it 
is a little too tame. This is the one 
gamemaster scenario in the book 
that has possibilities for repeat 
play. Not bad. 

The next scenario concerns a 
group of adventurers hired to 
steal a crystal from a small island 
near the Sorcerer’s Isle. This sce- 
nario has all the stereotypical 
trappings of a fantasy role-playing 
adventure—a slightly shady 
patron, a tomb beneath the ruins 
filled with icky things and trea- 
sures, and more demons and 
chaotics than you can shake a 
stick at, The adventure is techni- 
cally competent, but it struck me 
as being somewhat soulless, and 
felt less like a Moorcock adven- 
ture than any other in the Storm- 
bringer Companion. | wasn’t too 
crazy about it. 

The last scenario in the book is 
called the “Eye of the Theocrat,” 
by Ed Gore. Chaosium saved the 
best for last. This scenario 
involves a group of characters 
ordered by the Theocrat of Pan 
Tang to enter the dimension of 
Ameeron in search of a magical 
item of great power. Ameeron 
was the crumbling city Elric and 
Rackhir entered while chasing 
after Yyrkoon in Moorcock’s 
Elric Of Melnibone, 

This is a truly chaotic scenario, 
There are all sorts of random 
terrors for the characters to com- 
bat. This, more than any other 
scenario in the book, feels like a 
Moorcock adventure. | don’t want 
to spoil this one for you by giving 
too much away, but be forewarn- 
ed that Mr. Gore displays a St. 
Andrean love of wholesale slaugh- 
ter in his scenario’s finale, Very 
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well done. 

Stormbringer Companion is an 
inconsistent product of peaks and 
valleys. The physical quality of 
this product is very low for a 
Chaosium publication. !t looks 
like a rush job, The editing is very 
poor—there are more typos here 
than | have ever before seen in a 
Chaosium product. There isn’t 
enough interior artwork, and the 
cover art is marginal. There is 
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Ultima II 
THE REVENGE OF 
THE ENCHANTRESS 


By Lord British 
(Sierra, $50 disk) 
Reviewed by Troy Christensen 


Once again the brave adventurer is 
in search of the evil that is plagu- 
ing the land. At one time all of 
space was free evil beings, but 
slowly the orcs, the devils, and 
the hideous sea monsters have 
returned. Throughout the dimen- 
sions, the evil Minax is tearing the 
fabric of space. It is the time for 
the brave adventurer to arm him- 
self with sword and shield and 
march out into the unknown to 
pit his skills against all those who 
wish to bring harm to Earth. 


Ultima I/ is the second game in 
the Ultima series, It is not neces- 
sary, however, to have played the 
first version, In this computer 
adventure game, you are permit- 
ted to play one character which is 
created like most role-playing 
characters in that the character 
has a specified race, class, attrib- 
utes, hit points, and armor level. 
In The Revenge of the Enchan- 
tress you can choose between 
four different races, four classes, 
and two genders (in U/tima /// 
you can choose between three 
genders). 


After the game is booted up and 
the title screen disappears, the 
computer lets you generate a 
character and either save it on 
disk or play that character. The 
computer gives you 90 points to 
spread between seven attributes, 
Each attribute, as in role-playing 
games, plays a part in outlining 
the character. Each attribute 
score has a significance in play. 
Strength determines the damage 
done in combat, Agility deter- 
mines how successful the charac- 
ter will be in thieving and wield- 
ing a weapon, Stamina will deter- 
mine the character's hit points, 
Charisma plays an important part 
in determining the cost of items, 
Intelligence also determines the 
character's bargaining skills but 
also plays a large part in the char- 
acter’s chance of successfully cast- 
ing wizardry spells, and the last 


some useful stuff here, but there 
is also a lot of crap. 

Do | recommend this product? 
Yes, if you really like Storm- 


bringer, and you're willing to buy 


something that will be of marginal 
use to you. If that doesn’t sound 
like a good deal to you, then 

stay away. 


Available thru Sleuth (order 


CH-2102). oO 


attribute, Wisdom, determines the 
success rate of clerical spells. 

Each attribute must be given at 
least 10 points. After allocating 
the attribute points, you can 
choose the race, profession, and 


gender each of which will modify 


the character's stats by a number 
of points, The character begins 
the game with no equipment, no 


armor, and only a small allotment 


of gold. As soon as the character 
enters the map, you are defense- 
less until you can reach a settle- 
ment. 

Once you have chosen a profes- 


sion, you are locked forever into 
that line of work, What is quite 


limiting to the game is that since 


Only one character can be played, 


you must make a decision on 


whether your character will be a 


spellcaster or not. Throughout my 
playing of the game | played only 
one spelicaster, and because they 
are very weak in the beginning of 
play, he died and | never played 
magic-users again. It would have 
been better if all professions 
could cast magic, and have the 
wizards and the clerics simply be 
better at it. It would seem only 
fair since a wizard can fight like a 
fighter and steal like a thief, why 
can't a thief cast magic or a 
fighter cast clerical spells? 

The game is played in rounds 
similar to rounds in a role-playing 
game. During the character’s 
round, you can perform many dif- 
ferent actions. Each action is initi- 
ated when you push one of the 
buttons on the computer, For 
example, if you wanted to attack 
a creature you would push the ‘A’ 
button, and if you wanted to 
board your spaceship you would 
push the ‘B’ button. 

There are five complete worlds 
which the character can battle 
creatures and move through. Each 
of these different lands represent 
a specific time zone, and can be 
entered through a number of mys- 
teriously moving time doors, Each 
period map offers different advan- 
tages than the others, One may 
have a spaceship while the other 
may hold a magical treasure need- 
ed to kill the evil wizardress. 

Including the five complete 
dimensions, you can also visit the 
entire solar system. There are a 
total of ten planets which can be 


explored. The solar system is 
modeled after ours; therefore, a 
character can visit Mars, Jupiter, 
or even Pluto. The tenth planet is 
attainable but will not be visibly 
apparent to beginners. Each 
planet, however, offers little more 
than what can be found back on 
Earth and its five dimensions. 

Surprisingly the graphics of the 
game are both sharp and quick. 
You can depress one of the 
dimension keys and the character 
will move indefinately in that 
direction. Along with the sur- 
prising graphics and quickness of 
movement, U/tima // also con- 
tains a variety of sound effects 
including everything from the 
footsteps of your character to the 
blast-off of the rocket. 

Through combat the character 
will gain gold with which you can 
buy weapons, armor, and food. 
He will also gain needed treasures 
to accomplish his ultimate goal: 
To kill the evil Minax. Through 
the character's travels he will 
meet many surprising people and 
learn much about his quest. At 
first | thought the manual was 
poorly written, but everything is 
made clear by playing the game. 
Each time your character ventures 
forth both you and your charac- 
ter will learn how to go about 
extinguishing the evil. 

Besides combat, the character 
can steal food, money, and wea- 
pons, He can also use six different 
spells, if he is either a wizard or a 
cleric, and each spelicasting 
profession has its own spell list. 
Thus, even though not opened at 
the same time, there are twelve 
spells which can be used in 
the game. 

The game screen consists of the 
present map that the character is 
traveling through, your current 
command option, and a brief 
character portrayal which lists the 
character's current hit points, 
food points, and spell points, if 
any. His food points will con- 
stantly deplete until the character 
starves, at which time your char- 
acter is dead, Thus, food is essen- 
tial to your character's survival, 
and you will find that almost 70% 
of all earned booty will go 
towards buying food—you can of 
course turn to a life of crime and 
steal all your food, but watch out 
for the guards. 

Ultima I] comes packaged with 
a 25-page rulebook, two reference 
cards, a beautiful full-color cloth 
map, two player disks, and a two- 
sided adventure disk. This game 
is available to Apple, Atari, and 
Commodore computer owners, 
and it is available only on disk. 

Ultima 11: The Revenge of the 
Enchantress is a classic fantasy 
computer adventure game that is 
a must for anyone serious in com- 
puter gaming. o 
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A legend in his own time. The 
leader of the pack. The undis- 
puted, no-holds-barred king of 
fantasy illustrators. 

Frank Frazetta. 

He has been on top of the 
mountain so long, he is almost a 
forgotten figure. Other artists in 
the field content themselves with 
fighting for second place on the 
ladder—a fight they maintain so 
hotly that sometimes it seems as 
if they are fighting for first. 

In a way, they are. Frazetta has 
been king so long it is almost a 
given that no one is better, and 
that no one is going to be better, 
and that the only thing left to do 
is crown a new guy as the reigning 
king of fantasy art. This would all 
be perfect if Frank Frazetta was 
some moldy old man content to 
sit back and do nothing but let 
people tell him how great he was. 

The problem is, this trouble- 
maker Frazetta just refuses to 
stop improving, and turning out 
better work than everyone around 


from grabbing up every assign- 
ment he could, but he never stop- 
ped working. Also true, he never 
stopped getting better. 

This year has seen the publica- 
tion of Frank Frazetta Book Five 
(Bantam, $12.95), the best vol- 
ume in this series since the first 
one. It has also seen another event 
in Frazetta’s life a bit more 
important—the opening of the 
Frazetta Museum. 

Located in his town of residence 
(East Stroudsburg, Penn., on the 
state’s western border, clearly 
marked on most maps, and only 
an hour and a half’s drive out of 
New York City), it is an impres- 
sive display of his work, well 
worth anyone’s time. The 
museum is filled with paintings, 
plenty of everyone’s favorites. It 
is easy to get to, and a pleasure to 
be in. It is also a thing of contro- 
versy. Some people do not see 
enough humility in aman who 
would allow a museum to be dedi- 
cated to him while he was still 


him. True, he took a few years off alive. Unfortunately, these 


PRAZETPA 


Q. Let’s get right down to the 
major news—the museum. How 
long ago was it when the first seri- 
ous ideas about it were put forth? 


A. To the best of my recollection, 
Ellie (Mrs, Frazetta) started talk- 
ing museums about six, seven 
years ago. | remember thinking it 
was a totally outrageous idea—I 
mean, you're sponsored, you sim- 
ply don’t just build your own 
museum. 

We did have offers, in fact, any 
number of people who wanted to 
exhibit my works, But the idea 
was kicking around and so we 
held off. There was no definite 
idea as to where or how, but we 
discovered this building—it was 
primarily to run the poster and 
print business; my sons have their 
own businesses in it, and there 
was all this extra space, so guess 
what? 


Q. How long ago was that? 

A. | think we purchased the build- 
ing in 1981, And that would be 
about the time that Ellie’s ideas 
started to blossom. There was 
that whole big empty top floor 
doing nothing, and it was fairly 
ideal, Now esthetically it might 
not seem ideal—you envision 
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people, when not motivated sim- 
ply by jealousy, are sadly missing 
the fact that Frank Frazetta is not 
a normal artist; he is a man of 
legend. Rightly or wrongly, he is 
on the pedestal of The Fantasy 
Artist, and there will be no 
knocking him off from it for 
quite some time. 

He is also a man with literally 
millions of fans, thousands of 
whom have already made the trek 
to the Pennsylvanian countryside, 
some more than once, to view 
what they consider the work of 
the finest painter of our day. 

Considering all of the above, 
Different Worlds decided it would 
be appropriate to interview the 
one American who may have 
done more in the field of fantasy 
than any others. All of the works 
used to illustrate this article come 
from the new Book Five, as does 
this issue’s cover, as a sort of pre- 
view of this exciting new publica- 
tion, and to help prove, once 
again, that the king is not dead— 
long live the king. 


INTERVIEW WITH 


FRANK 
FRAZETTA 


FANTASY ARTIST 


some incredible building sitting 
somewhere out in the middle of 
nowhere and all. 


Q. Well, is the idea to look at the 
building or what's inside? 


A. Yeah, but I’ve had people say 
wouldn’t you rather have a build- 
ing that looks like a museum on 
the exterior? Well, | suppose if 
you feel that way about it, but it 
isn’t particularly practical. You're 
talking another building, another 
location, all kinds of security that 
would be very difficult, and quite 
the contrary with this building. 

There it is, in the middle of 
town, totally secure, the police go 
round and round; they just love 
the idea, and it takes so much 
stress away from my mind—you 
can’t imagine. 


Q. So, it comes down to the ques- 
tion, ‘What's more important, the 
picture, or the frame?” 


A. Something like that. People 
will appreciate it after a while. 
After all, it’s more convenient for 
them, it will always be acces- 
sible—this kind of thing. And, if 
the museum is successful, we can 
probably sell items like prints, 
and so on, on the second floor. 


Interview by C.J. Henderson 


We’ll also be able to use the extra 
space as a gallery for local artists— 
which isn’t necessarily the case, 
they could be from anywhere. It 
will be fun for me. I'd like to chit- 
chat with other artists. | haven't 
been doing much of that lately, 
It’s stimulating and exciting and 
fun, and | miss it. But you can't 
have it both ways. You can’t live 
out in Siberia like | do, which | 
dearly love, and still have the kind 
of social life that artists need. The 
kind you might find in New York 
or Paris, 

Maybe this will work; maybe I'll 
be able to bring them here, Who 
knows? But, you've been making 
me do all the talking, and you 
haven't given me your reaction to 
the museum. What did you think? 
Any reactions? Any criticisms? 


Q. No real criticisms. Let me give 
it to you ABC, First off; the lay- 
out—smartly done. A little 
teasing, bits and pieces, until you 
get into the main room, and 
then—BOOM. You just move 
around nice and slow. Well 
thought out. You have the pic- 
tures in a straight line, eye level, 
more or less, people are taller and 
smaller, of course, but you've 
picked a good height—it is not set 


up to be some artsy-fartsy self- 
glorification. It’s there for people 
to look at; as many paintings as 
possible—bam, straight lines 
everywhere that you can look at 
and easily follow. For people who 
just want to come in any see the 
paintings of Frank Frazetta, it's 
perfect. 

A. Well, that’s great. I’m really 
glad you feel that way because 
the original concept was that it 
should be artsy-fartsy, to quote 
you, heavily involved in creating 
an atmosphere— 


Q. They did. 

A. Well, you should have seen it 
before. Much too dark. You must 
understand that while they were 
doing this, setting it up, | was 
kept away from the whole deal. | 
was not permitted to see it, and | 
figured that was okay—I hide 
from work every chance | can. | 
felt, she’s having fun with this, let 
her do it. | had no way of know- 
ing how they were arranging the 
paintings, or the lighting, et 
cetera; okay—at the last second, | 
came in, and there it was, and the 
lighting | thought was pathetic. It 
was loaded with atmosphere—if 
you don’t mind going blind, not 
being able to see the art, That's 
nice, | said, but | think what 
they’re coming for is to take a 
good hard look at the paintings 
and to see them in the best pos- 
sible light. And so the last second 
changes for me were to double 
the lighting—change all the track 
lighting overnight— 

Q. Good move— 

A. And to put in brilliant lights 
which | don’t think anyone was 
offended by, and it just glowed 
suddenly. 


Q. It does. You find yourself 
looking up and wondering if the 
lighting is from the ceiling or 
from the painting—and half the 
time you're wrong with your first 
guess. It takes putting your hand 
in front of the painting and 
moving it back and forth to find 
out whether the ‘lighting’ is from 
the ceiling, or whether it’s actual- 
ly brushed onto the painting. The 
number of times one is tricked 
just goes to increase, as it were, 
one's respect for the master. 


A. Right (chuckle). Be that as it 
may, with the original lighting, 
the paintings looked very dull and 
very flat, and | was really disap- 
pointed because | knew they had 
far more going for them. | just 
felt that the people coming to see 
them should see them certainly in 
the way | intended for them to 
see them, the condition in which | 
painted them. 

| reached a certain level of ex- 
citement because of a certain look 
that | see on my easel; to sudden- 
ly take them and put them ina 
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closet is just not the same ball 
game. So | said let's just recapture 
the spirit of what | think | did—so 
we really worked hard with the 
lighting, and, by the way, last but 
not least, originally there were 54 
paintings, and | said ‘somehow it 
doesn’t seem like enough, you 
know?’ People are going to travel 
a long way, and perhaps have 
favorites and all that, and they’re 
going to miss out. So in the very 
last day or two, | think we threw 
in another 20. 

Q. So what kind of a total will be 
maintained, roughly? 

A. At least seventy. Now you saw 
them; they’re about as crammed 
as they can get. Now, maybe 
that’s not classy, but | want to 
give the people an eyeful. Let 
them see as many as they like. 

Q. This may sound a little like 
wishing to eat and keep the same 
pie, but the only negative com- 
ment anyone seems to have is that 
none of your black & whites have 
been hung. 


A. Yeah, well | admit | regret 
that, but we just physically didn’t 
have the room. Originally we were 
going to have one corner for a 
bundle of black & whites, but it 
didn’t seem like it would work. 
We have plans for the future to 
vary it and play with and to find a 
way to make it work, 

We probably have to; | think 
some of them are more famous 
than the paintings anyway. Cer- 
tainly some of those famous 
funny covers, and a whole bunch 
of other things; I'm proud of 
those drawings—I've always loved, 
had a very soft spot for black & 
white, always. 

Q. Let me change the topics here 
for a while; do you have any 
‘guest’ artists lined up for the 
secondary room yet? 

A. None whatsoever. We want to 
have a number of local artists, but 
not just any hack. | mean, every- 
one’s an artist today. But we 
don't need someone who’s paint- 
ed the same old barn day in and 
day out, or the Delaware Water 
Gap for the whole life. But, by 
the same token, | have seen some 


JAN/FEB 1986 


folks who have exhibited their 
works at the local mall, that im- 
pressed the hell out of me—truly 
impressed the hell out of me—you 
know, flowers and fruits and land- 
scapes and what have you, but 
really wonderful, Now, | don’t 
think they'll be any fantasy 
artists, | don’t think anyone will 
want to take the trouble; | could 
be wrong. | guess we'll have 

to see. 


Q. What's the viewing schedule 
for the museum like right now? 


A. At this point, we'll just have it 
open on weekends, unless there’s 
a demand. People have been turn- 
ing up at the oddest times, all 
week long. At first we were just 
going to go with Saturday and 
Sunday, but we bumped it up to 
include Friday. 

Q. When to when? 

A. 11 a.m. to 4p.m. (admission 
is $4). 

Q. So the basically humble guy 
has been raised to iconhood, un- 
fortunately for himself, before he 
died—and so now you’re stuck 
with all this fame and you're just 
going to have to live with it. 


A. Yeah. It's tough (laughter). It 
interferes with my golf game. 

Q. Bum rap, huh? 

A. Yeah, Well, you know, you 
talked with Roy (Krenkel), you 
know damn well | wan’t looking 
for all this. 

Q. That's why | can kid you 
about it. 


A. You know, back in those days 
with Roy, it was Al Williamson 
who said, “Frank, you'll make it 
in spite of yourself. I'll never for- 
get that—he was so right, 
Q. Why? 
A. | could go into hiding; | have— 
but for some reason, any time | 
put a brush to canvas, things hap- 
pen. | could be living in the boon- 
docks of Montana, but if | did 
something—bingo—action, sud- 
denly the world would open up to 
me. Even though | might be run- 
ning like hell away from it. 

So, that's my fate, apparently. 
If you’ve got it, they’re going to 


find you, whether you like it or 
not. To tell the truth, | only 
worked because | had to eat. 


Q. Plus all the other mouths to 
feed? 


A. Yeah, something like that. But 
now, I’m sort of feeling these 
pangs of guilt, you know? I’m 
delighted by the loyalty of 
Frazetta fans, and all that, but | 
feel, if it's possible—I'd like to get 
them kind of excited again. If | 
still have something left, that is. 


Q. | think some of the new pieces 
in the museum show there might 
be a twinge. Maybe. 


A. | don’t know—I've always 
been, I’m not going to say 
“modest,’”’ pretty damn cocksure 
of myself as a matter of fact. But 
sometimes, as time goes by, and 
you're really not in a good 
groove, simply because you have 
not worked very hard at it, you 
sort of have self-doubts, you won- 
der “Can | still hack it?” because 
what | did required almost super- 
human energy, whether people 
know it or not. | was able to sum- 
mon that up; | could really get it 
going, boy. And | find | do 

not ..., well, there’s no incentive, 
really, and that’s a big part of 

the game. 

It's not a necessity, but now | 
have something new—this guilt 
trip where | feel, maybe I’m 
cheating my fans, you know? So 
if that’s going to be the new in- 
centive, so be it. I'm going to see 
what | can do to try and get them 
excited again, and let them know 
that Frazetta is alive and well. 

Q. Frank Frazetta Book Five 
should do that. | saw your new 
“Death Dealer” pieces in there. 
A. Oh yeah. There's some nice 
pieces in there, They’re not 

too bad. 

Q. No, they’re not. There also 
seems to be a harder edge to the 
violence—which some people 
might not believe is possible— 

A. (Chuckle) 

Q, —you know, a new updating of 
the force to match our new times; 
to put it in an artsy-fartsy way 
(laughter). 


A. Well, it’s a character | created 
and, yeah, I've been accused of 
doing some pretty heavy stuff— 
but | think of this character of 
really making a boy out of Conan 
the Barbarian. You know what | 
mean? So, | figure, what the hell, 
you just can’t handle it frivolous- 
ly, you've got to really, really 
make it work. 

The image | created knocked 
the world on it’s ear—it really did. 
It was quite a problem to think in 
terms of a series for this thing, 
this image of death, you know? 
So what do you do? | saw this 
thing as quite a challenge. The 
writers are having a hell of a time 
writing books, stories, or any- 
thing... even a bible. 

I'm working as hard as | can 
with lan (Ballantine). and they’re 
right up a tree. Here | created a 
death symbol, an image of death 
on a horse, what have you, the 
Grim Reaper, whatever. It was a 
one shot deal. Then, suddenly | 
realize that everybody loves this 
character and | wondered if | 
could give them some more, but 
how? Just how do | handle it? 
And | didn‘t quite know. So it 
was rather difficult, as you can 
imagine. It’s not a guy. | don’t 
know what it is, quite frankly. Is 
it a demon; is it a human being? 
What? | don’t know. So | had to 
somehow create a whole new 
world, on my own so that, insane 
as the image is, it becomes 
believable. 

In a sense, | almost had to 
create a Pellucidar. Maybe it's 
another planet, another time, 
whatever. To make him accept- 
able, he simply cannot deal with 
human beings as we know them; 
it has to be a total fantasy. But 
the writers don’t quite seem to 
know what I’m talking about, 
frankly because I’m not quite sure 
what |'m talking about. So there’s 
the problem—but the paintings 
are there. 

| don’t know. At least I’m 
pretty happy with the paintings. 
Some of them seem to be at least 
as good as the Conans. Some 
people think they’re better in 
some ways. 

| won’t pretend to be vain, or 
naive, and say, “Oh, | haven't 
done my best work yet and all 
that crap—which every artist does 
and it’s kind of boring. They con- 
stantly come up with that, and 
they never top their best work, in 
fact they just go steadily down- 
hill. And it’s primarily because 
they have that attitude. 

They don’t realize where they 
are or what they've done, what 
they've lost or what they‘ve gain- 
ed. And I've always been totally 
aware of my stuff. | know when 
I've bombed—|! know when I've 
done something that's just going 
to be a crusher—I'm totally aware. 
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Q, Okay then, what was your 
best work? 


A. Well, certainly most of the 
Conans were awfully good, but 
there were a whole bunch during 
the sixties that were pretty diffi- 
cult to top under any and all con- 
ditions, My Cat Girl, certainly the 
equal of any of them, and prob- 
ably better. 

Q. It's one hell of a painting. 

A. Right. And so, I’m sitting 
around, thinking I’m washed up, 
and | do the Mausi Warrior, and 
people get knocked out by that. 
So, what can | say, | don’t know. 

The “Death Dealer” series | 
approached very tentatively, and | 
said, | don’t know—am | the same 
guy, do | have the same fire, and 
all that crap, | can paint, and | 
can draw, technically, as good as 
ever... probably better. It would 
be more of an intellectual 
approach now than ever before, 
for what it’s worth. But perhaps, 
some of the craziness isn't there. 
Do you know what I'm saying? | 
don't know, but | do remember 
that even in those days when | got 
terribly lazy and didn’t sit down 
and really work hard, and really 
put my mind to it, | used to fall 
on my face very happily. 

So | found out even then, that | 
had to work—! had to really get 
into it, make a lot of mistakes, 
and have a lot of regrets, and then 
the next time around, do it a lot 
better. And I'd do it and do it 
until I'd get into a groove like an 
athelete—get warmed up, get the 
rhythm going, and so on. Then 
the mind starts opening up, and 
wonderful things start happening. 
You have to keep the old wrist 
oiled, so to speak, and that’s 
when those good things start 
to happen. 

I've had my ups and downs, my 
peaks and valleys, as they say. 
And I’ve been so goddamned lazy 
for so many years that now | 
don’t know if I’ve slipped, or if 
I'm simply just not warmed up, 
But, | sit down occasionally and 
do these little paintings, and they 
seem as good or better than ever. 
Even now. And I’m not imagining 
that. 


Q. No, | have to admit, you're 
not. | saw them. It’s amazing, 
actually, you have been as badly 
reproduced as just about every- 
body !'ve ever seen. It’s actually 
hard to believe that they can look 
as good as they do on the book 
covers and all, and not be half as 
good in reproduction as they 
actually are. 


A. | never worry about the en- 
gravers, I’ve always given them 
fits. They have a special line of 
color that they use, and—back in 
the old days, back in the fifties, 
the engravers and the editors and 
the art directors used to work 
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with the artists, literally telling 
them what colors to use on their 
palettes, so that the reproduction 
would be better, and that’s a fact, 
if you can believe such a thing. 

They told that to me, and | said, 
“Oh, forget it.’ | couldn't even 
remember it anyway. | mean, you 
see a blue sky that | paint, and 
there ain’t no such one color blue 
in that sky, | promise you. 
Because | just squeeze the first 
tube | happen to see—if it hap- 
pens to be a purplish blue, I'll go 
with it, and suddenly if | want to 
warm it up I'll hit it with some- 
thing else, and start smearing 
three and four and five different 
blues, one over the other, ‘til | 
haven't the vaguest idea what 
blues are there. 

So the engravers, they can’t pick 
up on it. They have one blue, let’s 
say it’s a warm blue, in their 
inventory, and I’ve got cold blues, 
green blues, red blues, and so on, 
and what they come up with is 
one blue. 


Q. Unfortunately. Then again, 
since one of our major topics is 
the museum, though, it is a sub- 
ject we should talk about. 
Because, really, | was impressed. 
And | didn‘t think | was going to 
be that impressed, because it was 
“well, | know all these paintings; 
I've seen them all before—how 
impressed can | be?” And, the 
only answer is, “how long was it 
before my tongue was hanging 
out?” It has to, the first time one 
sees the paintings for real. Maybe 
the second time, too. I'll tell you 
after | come back. 


A. Well, in all modesty, I'll tell 
you something. You're going to 
like them better the second time. 


Q. | hope so. 


A. That seems to be what happens 
here with my stuff. You're going 
to see things you didn’t see the 
first time. And you're going to get 
deeper into it. Ellie was the first 
to learn that after working with 
the prints, and counting literally 
thousands and thousands of these 
prints and looking at the same 
images over and over, you would 
think, enough already. But she 
was the first one to say, years ago, 
“| just can’t believe it—l don't get 
tired of them. Then it happened 
to my son who started working 
with them, and to my sister-in-law 
who started working with them. 
She said, “They get better. | don’t 
believe it. | thought I'd be getting 
sick and tired after six months of 
this,” but it doesn't work that 
way. 

There is just far more there than 
meets the eye at first glance. Bank 
on it. And that’s part of my joy 
of doing that, the beauty of all 
these wonderful little subtleties 
that are, happily, overlooked at 
first glance. 


Q. The question would be then— 
how much of it have you over- 
looked at first glance and then 
gone back and found later? 


A. Nothing. Nothing. 
Q. So you plan it all? 


A. You don’t know how many 
times | did a painting and people 
have said, “Oh, that’s nice,” and 
I've said, “It’s better than you 
think.” Really. Because only | 
know. 


Every little square inch is deli- 
berate. Oh, it’s done at a quick 
rate, you know, but it’s deliber- 
ate—it’s thought out—every little 
shape, every little nuance, every 
little piece of texture, every color 
change is planned and done, well, 
‘planned and done,’ that makes it 
sounds like I’m a mathematician— 
it’s done spontaneously, but it has 
to work. As | whack a little 
shaded area here, | compliment it 
with a little something here, and 
so on, working my way down 
through the painting; it’s not just 
a big flat area. 


You don’t say, “Well, there’s a 
blue shadowy mountain in the 
background, let me find the 
blue—"’ No; | create little textures 
inside, even in a shadowy, shaded 
area. That's something you just 
don't notice, but if you go back 
you begin to notice, and then you 
will notice some more, and then 
you'll see how much real effort is 
in these things, not just a figure, 
not just some action. Those are 
the obvious things, those are the 
areas that make it commercial, 
and all that kind of thing to catch 
the eye, and that’s what’s 
intended. 

| guess a good trick is to take 
one of the prints that looks good, 
and turn it upside-down, so that 
you're not oriented, and just start 
looking at the shapes. In most 
cases, | kid you not, you can cut 
out a corner, at random, cut a 
square out of any part of it, iso- 
late it, and you'll be surprised 
what's happening. 

There are little patterns, and 
little images, and each one is as 
good as the best abstract painter 
who has ever lived. Really. You'd 
be shocked. But that’s what | do. 

It’s like the great composers of 
the past, you have to learn. You 
study and you learn, and the 
more you learn the more incred- 
ible your work becomes; do you 
know what I'm saying? 

Q. Absolutely. 

A. That’s why they were geniuses, 
and that's why they were so brilli- 
ant, and that’s why they last for- 
ever because there is so much 
going on that it escapes you until 
you've learned and learned and 
learned how to find all these won- 
derful little things. 

This is what | strive for, any- 


way. | don’t always make it— 
some of them are really bad. But 
when I'm successful . . . even the 
Cat Girl, all you see is this girl, 
and some shadowy shapes, and 
the lovely vines, but every little 
twisting limb is deliberately 
organized and shaped so that 
there is a perfection of balance 
and all of that—! just don’t want 
the limb to cover space. | took 
out things, because they were 
cluttering—some pretty nice 
things. There were a couple of 
extra leopards in there that were 
perfectly beautiful leopards... 
they had to go. 

‘They were a distraction. They 
were cutting in at an angle that 
was bothersome, and so on, This 
is the kind of thing | do. 


Q. What can | say? As immodest 
as some of it might sound to 
someone who doesn't know what 
you're talking about, it’s all true. 
A. | hope so, | mean, the effort 
was there for those who really 
could perceive it. It’s there. And 
to look at my work over a period 
of time is not to grow weary of it. 
| promise you that. Unlike other 
illustrators, the Frazetta imita- 
tors, their stuff is shallow, they 
just picked on the basics, the 
overblown figures, a few little 
touches of Frazetta, but there is 
no really heavy duty work going 
on. 

Q. I've been looking at it since 
before the Conans, since before | 
knew who ‘Frazetta’ was, and I'm 
still looking. 


A. Bear in mind that when | run 
off at the mouth like this, I’m 
talking about the good paintings, 
not some of the whacked-out fai- 
lures—! mean, nobody's perfect. 
Q. | don’t remember too many 
of those. 


A. Yeah, I’ve had a lot that I'd 
rather not ever look at again. 
There was no great intention 
there; they were just pieces of 
crap | whacked out. But | feel, in 
all fairness, | should be judged on 
my good efforts, when | really 
meant business. 


Q. Not like the critics who judge 
(Robert E.) Howard on the sim- 
plest detective story he knocked 
Out in two hours for supper 
money, instead of ‘‘Red Nails” or 
“Beyond the Black River.” 


A. Exactly. You judge a man on 
his best. The end is whether or 
not he was consistent, prolific, 
and all of these things. How good 
was he; how many good things 
did he do. Forget the bad things, 
we're all capable of falling on our 
faces at any given point. 

You have to judge Frazetta on 
the best, when | really was fired 
up and really meant to show 
people what | was made of—not 
the crap that was unimportant. 0 
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Wall-Hanging Bust of Humphrey 
Bogart as Sam Spade. Hand-painted, 
this stylish piece is fashioned in porce- 
lain and stands some 11” high. With its 
fresh approach to ceramic art, the bust 
is designed to complement the modish 
interior. (FPL-H7F $29.95) 


The Maltese Falcon Statuette. Exact 
replica of the original used in the 
movie and held by Hamphrey Bogart 
as Sam Spade. Weighs seven lbs. but 
we'll pay the extra postage. Nearly a 
foot tall, buy a pair and use them as 
bookends! (SL-1001-1 $29.95) 


The Maltese Falcon by Dashiell Ham- 
mett. This American classic is the sem- 
inal novel of hard-boiled detective fic- 
tion, Set in San Francisco in 1928, it is 
the story of the search for a priceless 
statuette by tough, wise-cracking Sam 
Spade, torn between duty toward his 
murdered partner and opportunity for 
personal gain. This edition is illus- 
trated with 47 historic photos of 
actual locations mentioned in the 
novel. Extensive notes accompany the 
photos and relate them to the action. 
(NPP-156-8 hardback 291pp photos 
$20.00) 


The Maltese Falcon by Dashiell Ham- 
mett. Hear it on tape. No modern 
writer can match Dashiell Hammett’s 
detective yarns, and no Hammett yarn 
can match The Maltese Falcon. Ac- 
cording to Ross MacDonald, “as a 
novelist of realistic intrigue, he was 
unsurpassed in his own or any other 
time.” His characters are tough, com- 
plex, and unmistakably authentic. All 
of the taut drama of Hammett’s best 
are captured for your listening plea- 
sure in this skilful abridgement. (CBC- 
829 two cassettes $10.95) 


Hammett: A Life at the Edge by Wil- 
liam F. Nolan. Seventeen years ago, 
William Nolan wrote the first book 
about Dashiell Hammett, the master of 
modern detective fiction, author of 
The Maltese Falcon, The Thin Man, 
and other classics of the genre. Mr. 
Nolan’s prize-winning book helped 
launch the serious study of Hammett 
as an important American novelist. 
Now, after years of delving, he offers a 
full biography. (SMP-92281-7 hard- 
back 276pp photos $16.95) 


Secret Agent X-9 by Dashiell Hammett 
and Alex Raymond. In the mid 1930’s 
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at the peak of his career Dashiell Ham- 
mett plotted and wrote the daily 
comic strip Secret Agent X-9. Working 
with him was the young artist Alex 
Raymond who was just beginning to 
make a name for himself with his own 
strips, Flash Gordon and Jungle Jim. 
Here for the first time in book form 
are all the X-9 episodes written by 
Hammet along with a fascinating, new 
introduction by William F. Nolan, 
author of Hammett: A Life at the 
Edge. (AC-5-6 softcover 225pp illus- 
trated $9.95) 


-_ 


Sleuth 


han 


HOW 
MANY 


PRICE 


EACH 


Payment must be in U.S. Funds. 


Prices subject to change 


*Packing & Delivery: Add $2.00 for first item and 50 cents 
for each additional item. Shipments are made via UPS 
whenever possible. Residents outside U.S. add $3.00 for first 
item and 50 cents for each additional item, shipped via 


surface mail. 


oO I've enclosed a check or money order in the amount of $ 


tax if delivered 


(Sorry, no C.O.D.'s) 


Please charge my credit card (minimum charge is $10) 


(x | 
| MasterCard eaten] 


Credit Card # (all digits please) 


ovo 


For all credit card orders, 
we must have your signature & credit card expiration date. 


signature 
My daytime telephone # is. 


Send check or money order to: 


Sleuth Publications, Ltd. 
2814-19th St 
San Francisco CA 94110 


I 
| 
I 
I 
l 
I 
! 
I 
! 
| 
I 
! 
I 
I 
I 
I 
I 
| 
I 
t 
| 
| 
I 
I 
| 
I 
I 
I 
! 
| 
! 
I 
! 
without notice. 
I 
l 
! 
I 
I 
| 
I 
I 
! 
I 
I 
I 
I 
! 
I 
I 
1 
! 
1 
I 
I 
! 
J 
! 
1 
I 
! 
I 
! 
{ 
I 
! 


N 
Uv 
aenua 


2 
S 


Payable to: 
Sleuth 
Publications, 
Lid. 


Satisfaction guaranteed. If you 
are not happy with any item for 
any reason, you may return it 
within 30 days for a full refund. 


Complete both labels 


This will be your shipping label, Print clearly in ink. 


Sleuth Publications, Ltd. 


ay 
814-19th St is 
an Francisco CA 94110 


NEW GAMES IN PRINT 
continued from p. 43 


medium, 2-15 hrs, 2 players. 
Available thru Sleuth (order 
TS-3015). 


FOR HISTORY OF THE 
SECOND WORLD WAR 


Part 2: The Overrunning of the 
West (Task Force, 24pp + map & 
counters, $10.95) by Nick 
Schuessler. Covers the battles for 
Western Europe thru 1941. Five 
scenarios + campaign game. Fea- 
tures new air operations rules 
detailing the use and effects of air 
power. Available thru Sleuth 
(order TF-4002). 


BOARDGAMES 


Star Trek: The Adventure Game 
(West End, boxed, $16) by Greg 
Costikyan. For 2 players but suit- 
able for solo play. The game 
involves exploration of unknown 
planets. Upon reaching one, you 
choose a course of action, and 
learn from a special booklet how 
the planet and its inhabitants 
react to you. Available thru 
Sleuth (order WE-11004). 


Cleric’s Revenge (ICE, boxed, 
$20) by Rick Britton. Basic-level 
fantasy game for 2 players featur- 
ing hidden movement. Players 
control either an evil wizard’s 
host of creatures or a king's army 
of men as they battle to capture 
each other's gold. Available thru 
Sleuth (order 1C-6700). 


Junta: The Game of Power, Intri- 
gue, Money and Revolution (West 
End, boxed, $18) by Vincent 
Taso. Two to seven players as the 
ruling families of la Republica, 
connive, cajole, threaten, and ally 
their way to the fattest Swiss 
bank account. Available thru 
Sleuth (order WE-10010). 


Web & Starship: Earth Between 
Two Foes (West End, boxed, $16) 
by Greg Costikyan. Strategic 
space game with 3 scenarios for 
2-3 players. Combines economic 
and military aspects. Available 
thru Sleuth (order WE-11002). 


The Brotherhood: The Game of 
Organized Crime (GDW, boxed, 
$12) by John Hill. For 2-5 


players. Portrays the problems 
and decisions that face present- 
day crime lords. Available thru 
Sleuth (order GD-451). 


Campaign Trail: The Game of 
Presidential Elections (GDW, 
boxed, $18) by Peter Anderson 
and William Snavely. Each player 
controls two campaigners, a presi- 
dential candidate and a vice- 
presidential candidate, moving 
them across the United States 
from city to city in order to gain 
popular votes. Available thru 
Sleuth (order GD-452). 


OR 
AUTO COMBAT GAMES 


The Road (Task Force, 16pp 
cardstock, $7.95) by Aaron 
Allston, Includes 15 geomorphic 
8x8" road sections and 14 
2''x8" sections to customize the 
larger sections, plus a selection of 
vehicles and obstacles, Available 
thru Sleuth (order TF-1004). 


FOR 
STAR FLEET BATTLES 


Star Fleet Battles: Volume III 
(Task Force, boxed, $19.95) by 
Stephen V. Cole. New race, new 
weapons, new rules, and new 
battles. Available thru Sleuth 
(order TF-5009). 


GAME BOOKS 


Swordquest: Quest for the Uni- 
corn’s Horn (Ace, 176pp pocket- 
book, $2.95) by Bill Fawcett. The 
King lies poisoned, ahead are 
cruel traps, awesome monsters .. . 
and the horn of a unicorn, Only 
its magical healing power can save 
the King. 


ONE-ON-ONE ADVENTURE 
GAMEBOOKS 


Castle Arcania (TSR, two 160pp 
booklets, $5.95) by James M. 
Ward. One player takes the part 
of a heroic knight, the other takes 
the part of a wizard, the knight's 
bitter enemy, who has kidnaped a 
princess. The knight must try to 
rescue her. Available thru Sleuth 
(order TS-8461). 

ENDLESS QUEST BOOKS 
Book 27: Lair of the Lich (TSR, 
160pp pocketbook, $2.25) by 
Bruce Algozin. Based on Dun- 
geons & Dragons. ‘’The spellbook 
of your father has been stolen by 


a foul lich and spirited away to its | 


castle stronghold. There may be 
no stopping the lich’s plans to use 
the spellbook for its own evil pur- 
poses, yet you must try. But will 
even your mysterious, newfound 
psionic powers be enough?” 


Book 28: Mystery of the Ancients 
(TSR, 160pp pocketbook, $2.25) 
by Morris Simon. Based on 
Gamma World. “Ever since the 
Red Death cult murdered your 
parents in a raid, you have been 
responsible for your brother and 
sister’s safety, Now your sister lies 


near death, and you must find 
some way to save her, in spite of 
the dangers that lie everywhere in 
this desolate world!" 


Crimson Crystal Adventure 3: 
Renegades Of Luntar (TSR, 
144pp pocketbook + viewer, 
$2.95) by Roger E. Moore. “You 
discover a defense computer that 
is preparing to destroy the Earth 
people at Ares Base, and perhaps 
even Earth itself, The destruction 
is about to start, and only you 
can stop it.” 

Super Endless Quest Adventure 
Gamebook 3: Escape from Castle 
Quarras (TSR, 192pp pocket- 
book, $2.50) by Douglas Niles. 
“Only you can release the king- 
dom of Quarras from the evil 
influence of the vile sorcerer 
Kharseron and the magical Gem 
of Illystia, which holds the king- 
dom in thrall,” 


CARTOON SHOW BOOKS 


Book 5: The King Who Wore No 
Crown (TSR, 80pp booklet, 
$2.25) by Linda Jacobs. “A 
strange furry blue monkey, who 
calls himself a Nablob, arrives 
with a puzzle which spells out the 
name of the person who is sup- 
posed to go on a quest to find the 
missing king of Aknar.”” 


Book 6: The Star Snatchers (TSR, 
80pp booklet, $2.25) by Linda 
Lowery. ‘‘You and your friends 
are attacked by shooting stars! 
Running for shelter, you suddenly 
notice that the stars seem to be 
screaming! You try to figure out 
what is going on, when a terrible 
witch appears before you!” 


PARTY GAMES 


Party Zone Entertainment Game: 
Spy Ring (TSR, boxed, $20). “A 
complete party planner! A game 
of Spies and intrigue!’’ Includes 
Instruction and Party Planning 
Booklets, 12 Invitations, 20 1.D. 
Badges, Agent Passports, trivia 
puzzle sheets, decorations, more. 
Available thru Sleuth (order 
TS-3521). 


PICTURE BOOK 
GAMES 


Ace of Aces WWI Air Combat 
Game: Balloon Buster (Nova, two 
268pp booklets, $16.95) by 
Alfred Leonardi & Hal McKinney. | 
One player takes the role of an 
Allied pilot attempting to shoot 
down a German observation 
balloon, The other player takes 
the role of the commander of a 
German anti-aircraft gun crew. 
Available thru Sleuth (NO-014). 
Dragonriders Of Pern (Nova, two 
144pp booklets, $12.95) by 
Alfred Leonardi. ““A Game of 
Competitive Cooperation Based 
on the Novels by Anne 
McCaffrey.” Players are forced by 
a unique scoring system to 
cooperate against Thread that will 
burn the planet of Pern while at 
the same time competing with 
each other for prestige, honor, 
and social standing. Available thru 
Sleuth (order NO-073). 


BOOKS 


Amazing Stories: 60 Years of the 
Best Science Fiction (TSR, 255pp 
booklet, $7.95) edited by Isaac 
Asimov & Martin H. Greenberg. 
An anthology of 19 stories with 
an introduction by Mr. Asimov. 


MAGAZINES 


Pandora 1 (Kim Books, 82 
Alexander St, Crows Nest, NSW 
2065, Australia, 44pp + game, 
$3.95 Australian) edited by Mer- 
vyn Beamish. Premier issue of a 
SF/fantasy gaming & modeling 
magazine. Includes ‘‘Dragon 
Run,” a fantasy boardgame. 


The Travellers’ Digest 1 (Digest 
Group Publications, 8979 Mandan 
Ct, Boise ID 83709, $3.95) edited 
by Gary L. Thomas. Charter issue 
of an approved magazine for use 
with the Trave//er science-fiction 
adventure game. Includes a fea- 
ture adventure and descriptions of 
the Deneb Sector and the Pretoria 
Subsector. Oo 


“TEN HUMANS, FIVE ELVES, FOUR 
DWARVES, TWO GNOMES AND 
ONE LOUSEY HALFLING AND 


Now Z HAVE HEARTBURN, 
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== COMING SOON! 


| From Sleuth Publications, Ltd. 


Latest items of interest to adventure gamers. 

Game publishers are encouraged to send samples of 
their new releases for announcement in this column. 
Available thru Sleuth. Use order form on page 39. 


NEW GAMES 


IN PRINT 


NEW 
ADVENTURE GAMES 


Challengers: Unique Superhero 
Adventuring (Ragnarok, boxed, 
$9.95) by Nave Nalle. Comes in 
two books, the first covers 
mechanics, the second covers 
background and includes six 
scenarios, 

DC Heroes Role Playing Game 
(Mayfair, boxed, $17) by Greg 
Gorden. Features ‘Quick Start 
Rules,’ Teen Titan’s Adventure, 
Players’ Manual, Gamemaster’s 
Manual, Teen Titans’ Solo 
Module, Powers & Skills Book, 
Gamemaster’s Screen, 30 color 
character cards, 39 stand-up color 
counters, and two 10-sided dice. 
Available thru Sleuth (order 
MF-207). 

Fantasy Hero: The Roleplaying 
Game of Epic Adventure (Hero 
Games, 160pp, $14.95) by Steve 
Peterson. For 3 or more players. 
Part of the modular Hero System. 
Available thru Sleuth (order 
HE-24), 


Pendragon: Chivalric Roleplaying 
in Arthur’s Britain (Chaosium, 
boxed, $20) by Greg Stafford. 
“Uphold the chivalric ideals of 
fair play, courage, honesty, and 
justice as your valiant knight- 
character undertakes perilous 
quests and risks monstrous 
dangers in legendary Britain.” 
Available thru Sleuth (order 
CH-2701-X). 

Sandman: Map Of Halaal (Pace- 
setter, boxed, $12) by Marc Acres 
and Andria Hayday. First game in 
the series where players act the 
role of amnesiac travelers lost in a 
supernatual world, Players must 
identify their characters to win 
the $10,000 prize. Available thru 
Sleuth (order PS-5001). 

Space Master (ICE, boxed, $28) 
by Terry K. Amthor and Kevin 


® Sere 


Barrett. Includes Tech Law, 
Future Law, a large star map for 
interstellar journeys, a grid map 
for spacecraft combat, counters 
of spaceships and individuals, and 
a booklet of starship deck plans. 
Available thru Sleuth (order 
/C-9000). 


FOR ADVANCED 
DUNGEONS & DRAGONS 


Lankhmar: City Of Adventure 
(TSR, 96pp + 32pp booklet + 
map, $11.95) by Bruce Nesmith, 
et al. “City of thieves, city of the 
night, city of adventure. Home of 
Fritz Leiber’s famous heroes, 
Fafhrd and the Gray Mouser,” 
Available thru Sleuth (order 
TS-9162). 


DL8: Dragons Of War (TSR, 32pp 
+ map, $6) by Tracy & Laura 
Hickman. For character levels 
8-10. Continuing the Second 
Book of the Dragonlance Saga. 
“The Tower of the High Clerist 
pierces the cold sky. The chill 
wind blows snowy swirls across 
Solamnic Knights huddled on the 
battlements. This is their last 
stand.” Available thru Sleuth 
(order TS-9141). 


UK7: Dark Clouds Gather (TSR, 
32pp, $6) by Jim Bambra & Phil 
Gallagher. For 5-8 characters of 
levels 7-9. “Storms frequently 
blow from the Cloudscape Moun- 
tains, but never one like this. For 
weeks it has hung over the peaks, 
casting its dark shadow across the 
land. Powerful adventurers are 
urgently sought to banish the 
darkness.”’ Available thru Sleuth 
(order TS-9151). 


Elven Banner (Mayfair, 32pp + 
maps, $6) by Laurel Nicholson. 
Adventure for 4-8 characters of 
levels 2-4. Challenges adventurers 
to restore the powerful Elven 
Banner, the only thing that can 
prevent a marauding army from 
demolishing the kingdom—they 
have only 48 hours to travel back 
in time and complete their 
mission, Available thru Sleuth 
(order MF-732). 


Catapult Run: A Race of Epic 
Proportions (Fantasy Factory, 
32pp) by John Thwaites, et al. 
Diplomacy, tact, and a sharp 
sword are essential in this race 
against seasoned opponents and 
the vicious forces of nature. Over 
600 miles of unknown terrain full 
of puzzles and dangers. 

Best of Dragon Magazine: Vol, iV 
(TSR, 80pp, $4.50) edited by 
Kim Mohan and Roger Moore. 
Character classes, player com- 


ments, and campaign hints, Avai/- 
able thru Sleuth (order TS-8111). 


FOR BATTLE SYSTEM 


H1: Bloodstone Pass (TSR, 
boxed, $13.25) by Douglas Niles 
and Michael Dobson. For levels 
15+. ‘You are invited to save the 
people of Bloodstone Pass, Can 
you organize a defense, train and 
equip the peasants, recruit allies, 
gather intelligence... and win 
the war?” Available thru Sleuth 
(order TS-9122). 


FOR CALL OF CTHULHU 


Keeper’s Screen (Chaosium, 33%” 
x8%" three-panel cardstock, $6). 
Available thru Sleuth (order 
CH-2309). 


Fragments Of Fear: The Second 
Cthulhu Companion (Chaosium, 
48pp, $6) by Sandy Petersen, et 
al. More rules, Cthulhu lore, and 
adventures. Available thru Sleuth 
(order CH-2310). 


FOR CHILL 


Vampires (Pacesetter, 96pp, $10) 
by Gali Sanchez and Michael 
Williams. Discusses vampires of 
several different cultures includ- 
ing those of Transylvania, India, 
Latin America, Japan, America, 
and Greece. Each of the ten crea- 
ture descriptions features a story 
about the vampire, an account of 
its habits and strategies, etc. 
Available thru Sleuth (order 
PS-2011). 

Death On Tour (Pacesetter, 32pp, 
$6) by Jon Brunelle, The players 
must discover the secret behind a 
bizarre series of rock concert mur- 
ders. Available thru Sleuth (order 
PS-2012). 


FOR CONAN 


CN1: Conan The Buccaneer 
(TSR, 32pp, $6) by Kim East- 
land. ‘‘Many Argosseans have 
been forced out to sea by burden- 
some taxes and penalties imposed 
by the king and his court. Most 
flee to Messantia where a person 
can lose himself in the streets. 
Some sign on to merchant vessels. 
And some become freebooters 
and buccaneers who sail the 
western seas.”” Available thru 
Sleuth (order TS-7401). 


FOR DOCTOR WHO 

The lytean Menace (FASA, 48pp, 
$7) by J. Andrew Keith. The 
Time Lord and his Companions 
are sent to the seat of Queen 
Victoria's realm to learn the 
source of a strange weapon that 
should never have been on Earth 
at all. Available thru Sleuth (order 
FA-9201). 


The Lords Of Destiny (FASA, 
48pp, $7) by William H. Keith, Jr. 
A giant starship and mobile world 
is on a collision course with the 
Galaxy of Man, both refuge and 
vengeance of a long-dead civiliza- 
tion which must be stopped or 
worlds will die. Avai/able thru 
Sleuth (order FA-9202). 


FOR 

DUNGEONS & DRAGONS 
Set 4: Master Rules (TSR, boxed, 
$13.50) by Frank Mentzer, For 
character levels 26-36. In two 
books: The Master Players’ Book 
features rules for new weapons, 
weapon masteries, and sieges. 
Master DM's Book has new rules 
for anti-magic effects, mystics, 
artifacts, and campaigning. Avai/- 
able thru Sleuth (order TS-1021). 
CMé4: Earthshaker! (TSR, 32pp, 
$6) by David “Zeb” Cook. Com- 
panion Game adventure, ‘Into 
your hands has been thrust a great 
responsibility—management of a 
growing domain. It has been a 
hard winter. Now, with the 
coming of spring, the populace 
look to you for leadership, It will 
take a careful and generous hand 
to restore your subjects’ confi- 
dence.” Available thru Sleuth 
(order TS-9128). 

CMB5: Mystery of the Snow Pearls 
(TSR, 32pp + map, $6) by Anne 
Gray McCready. Companion level 
solo adventures, “One of four 
magical, snow white pearls pro- 
tecting Tarylon has been stolen! 
And you are responsible for its 
safe keeping. Now the very exis- 
tence of your beautiful village is 
threatened unless you can find 
the powerful pearl.” Available 
thru Sleuth (order TS-9154). 

X9: The Savage Coast (TSR, 
32pp, $6) by Merle Rasmussen, et 
al, Expert Game adventure for 
levels 4-10. ‘What sends you 
adventuring deep into unknown 


DUNGEONS 
Gc pRacons: 


DIFFERENT WORLDS 


lands, across dark waters, around 
the Savage Coast? Adventure? 
The sincere desire to help others? 
Or greed?” Available thru Sleuth 
(order TS-9129). 


B9: Castle Caldwell and Beyond 
(TSR, 32pp, $6) by Harry 
Nuckols, Basic Game adventure 
for levels 1-3. Five short adven- 
tures, Available thru Sleuth (order 
TS-9143). 


FOR ELFQUEST 

The Elfquest Companion 
(Chaosium, 40pp, $6) by Richard 
Pini, et al. Additional rules, elf 
lore, adventures, and character 
stats. Available thru Sleuth (order 
CH-2602). 


FOR HARN 


Encyclopedia Harnica 14 (Colum- 
bia, 20pp, $6) by Gene Siegel, et 
al, Features four articles including 
“‘Noron’s Keep: The Yarn-Spinner 
and Demi-God in Exile.” Avai/- 
able thru Sleuth (order CO-6014). 


Encyclopedia Harnica 15 (Colum- 
bia, 20pp, $6) by Dave Kowan, et 
al, Features four articles including 
“Leriel: The Jarin Castle in 
Southwestern Orbaal.” Available 
thru Sleuth (order CO-6015). 


FOR HEROES UNLIMITED 


The Justice Machine (Palladium, 
142pp, $14.95) by Kevin Siem- 
bieda. Includes dozens of villains, 
heroes, robots, gimmicks, a secret 
society, alien world, and sce- 
narios. Available thru Sleuth 
(order PA-501). 


FOR INDIANA JONES 


1J4: The Golden Goddess (TSR, 
16pp + map + fold-up figures, $6) 
by Ed Carmien. Indiana Jones 
rescues the golden Idol of the 
Chachapoyan Temple. Can be 
played solo or modified by a 
referee to be run as a group 
adventure. Available thru Sleuth 
(order TS-6755). 

1J5: Nepal Nightmare Adventure 
Pack (TSR, 16pp + map + fold-up 
figures, $6) by Marlene Weigel. 
“From the charming isle of Crete 
with its legendary labyrinth, to 
the challenge of the snow-covered 
Himalayas, Indiana Jones and 
Marion face fantastic foes and 
seek fabled lands in search of 
Abner Ravenwood.” Available 
thru Sleuth (order TS-6756). 


FOR JAMES BOND 007 
Thrilling Locations (Victory, 
148pp, $9.95) by Robert Kern. 
Detailed descriptions of elegant 
restaurants, preeminent lodgings, 
and sumptuous travel accomoda- 
tions, Includes floor plans, 
encounter tables, and characters, 
Available thru Sleuth (order 
V/-35010). 

Goldfinger 11: The Man With the 
Midas Touch (Victory, boxed, 
$7.95) by Robert Kern, For 1-3 
agents, Players must find the link 


between the disappearance of 
three famous physicists and the 
murder of an M.1.6 agent assigned 
to protect another world-renowed 
nuclear physicist. Can be played 
by itself or as a sequel to Go/a- 
finger. Available thru Sleuth 
(order VI-35012). 


A View to a Kill (Victory, boxed, 
$7.95) by Gerard Christopher 
Klug. For 1-2 agents. Search for a 
missing M.1.6 operative whose 
assignment was to infiltrate deep 
into the Soviet Union in order to 
retrieve a stolen microchip that is 
vital to England’s national 
defense. Available thru Sleuth 
(order VI-35014). 


FOR JUSTICE INC. 


Lands Of Mystery (Hero Games, 
96pp, $9.95) by Aaron Allston. 
Epic journey thru the mysterious 
world of Zorandar. Shows step- 
by-step how to build a lost world 
campaign and play cliffhangers 
and plot twists of jungle adven- 
tures. Available thru Sleuth (order 
HE-20). 


FOR LOST WORLDS 


Adventure Set |: In the Ruins of 
the Ancients (Nova, boxed, 
$16.95) by Alfred Leonardi. Con- 
tains two Lost Worlds character 
books, a plastic 3D tray represent- 
ing an ancient and abandoned 
wizard’s castle, eight miniatures, 
12 scenarios, and rules for move- 
ment and jumping, Available thru 
Sleuth (order NO-2007). 


Man with Short Sword and 
Dagger (Nova, 32pp booklet with 
playaid, $5.95) by Douglas 
Huskins, A very agile character 
with an inherent ability to sneak 
in a quick dagger thrust just when 
you have successfully blocked his 
sword. Available thru Sleuth 
(order NO-7014). 


Tome of Red Magic: Volume | 
(Nova, 12 spell cards, $5.95) by 
Alfred Leonardi. Adds 12 new 
spells for the character book 
Fighter Mage with Magic Sword. 
Available thru Sleuth (order 
NO-1101). 


FOR 
MARVEL SUPER HEROES 


MH-6: Thunder Over Jotunheim 
(TSR, 16pp + map, $6) by Bruce 
Nesmith, Replayable solo adven- 
ture. ‘The treacherous Loki plans 
to usurp the throne of eternal 
Asgard—and he’s stolen the wea- 
pon that can stop him! The 
mighty Thor must brave the dan- 
gers of the giant-realm and smash 
this sinister plot!'’ Available thru 
Sleuth (order TS-6862). 


MH-7: The Last Resort (TSR, 
16pp + map, $6) by Kim East- 
land, ‘‘The West Coast Avengers 
are off for a vacation in the 
Rockies where they can get away 
from the everyday grind of fight- 
ing villains and would-be world 


conquerors. Or are they?” Avail- 
able thru Sleuth (order TS-6864). 


FOR MIDDLE EARTH 


Erech and the Paths of the Dead 
(ICE, 44pp, $6) by Ruth Sochard. 
“|, . details the south central 
vales of the White Mountains 
where the ghosts of the Oath- 
breakers haunt the land. Discover 
the secret of the mysterious Black 
Stone of Erech and explore the 
underground paths of the Dead.” 
Available thru Sleuth (order 
1C-8060). 


FOR PARANOIA 


Vapors Don’t Shoot Back (West 
End, 32pp, $6) by Curtis Smith. 
Three missions for 2-6 players in 
which the fearless Trouble- 
shooters are once again pitted 
against the forces of evil, suspi- 
cion, stupidity, and ignorance as 
they attempt to carry out con- 
tradictory, incomprehensible, and 
usually lethal instructions from 
The Computer and the High 
Programmer. Available thru 
Sleuth (order WE-80102). 


The Yellow Clearance Black Box 
Blues (West End, 48pp, $8) by 
award-winning science-fiction 
author John M. Ford. Rock 
videos, hi-tech road warriors, and 
break dancing join together in this 
adventure which requires an 
alarming number of execution 
vouchers. Available thru Sleuth 
(order WE-80103). 


FOR PENDRAGON 


The Pendragon Campaign: Plot, 
Magic & Scenarios (Chaosium, 
76pp, $10) by Greg Stafford. 
Contains sections on magic, sce- 
narios, plot, characters, game- 
master notes, and designer's 
notes. Available thru Sleuth 
(order CH-2702). 


FOR ROLEMASTER 


Character Law & Campaign Law 
(ICE, 104pp, $10) by S. Coleman 
Charlton & Peter C, Fenlon, Part 
of the Ro/emaster system. 
Includes rules for developing char- 
acters and campaigns. Available 
thru Sleuth (order 1C-1300). 


FOR SPACE MASTER 


Future Law (ICE, 88pp, $10) by 
Terry K. Amthor and Kevin Bar- 
rett, Companion volume to 

Tech Law, part of the Space 
Master system. Includes character 
development, data on races, infor- 
mation for setting up cultures, 
planetary & galactic governments, 
a system for generating planets & 
solar systems, and a scenario. 
Available thru Sleuth (order 
1C-9100). 


FOR STAR FRONTIERS 
SFAD 5: Bugs in the System 
(TSR, 32pp, $6) by Graeme Mor- 
ris. For 4-8 characters, levels 3-4. 
Alpha Dawn Adventure. ‘’Venturi 
is a gas giant with all kinds of val- 


uable chemicals swirling around. 
Trouble is, there’s something very 
wrong down there, It’s already 
cost eight good crewmen. Are you 
sure you want this job?” Avail- 
able thru Sleuth (order TS-7817). 


FOR STORMBRINGER 


Demon Magic: The Second 
Stormbringer Companion 
(Chaosium, 80pp, $10) by Larry 
DiTillio, et al. More adventures, 
creatures, and magic. Available 
thru Sleuth (order CH-2103). 


FOR TIMEMASTER 


The Assassin Queen (Pacesetter, 
32pp, $6) by Curtis Smith & 
Geoff Valley. The year is 1857 
and the followers of Kali, the 
Hindu goddess of destruction, are 
once again rebelling against | 
British rule. The players must find 
out why Kali’s outlawed religion 
is flourishing once more, two 
decades after the British should 
have destroyed the cult. Available 
thru Sleuth (order PS-3010). 


FOR TRAVELLER 


Book 7: Merchant Prince (GDW, 
48pp booklet, $6) by Marc W. 
Miller. Rules, essays, and data on 
merchant corporations ranging in 
size from Megacorporations to 
Free Traders, Available thru 
Sleuth (order GD-343). 


FOR TWILIGHT: 2000 


Pirates of the Vistula (GDW, 
48pp, $7) by William H. Keith, Jr, 
Several adventures representing 
life along the river, from rescuing 
cities from tyrannous marauders 
to choosing sides between warring 
bandit kings to simply staying 
alive as the river pirates draw ever 
nearer. Includes rules on riverine 
combat. Available thru Sleuth 
(order GD-502). 


WARGAMES 


Julius Caesar: Game of the Gallic 
Wars, 58-53 B.C. (TSR, boxed, 
$20) by Richard Berg. Rules 
cover Tribal Activation and Sub- 
jugation, Roman Legion Raising, 
Sieges, Combat, Caesar's Rhine 
Crossings, Massive Revolts, 
Special Tribal Rules, and more. 
Four scenarios. Complexity level 
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FILM REVIEWS _ 


Copyright © 1985 Warner Bros. 
and Twentieth Century Fox 


L f ? tig, 


WOK 


Reviewed by John Nubbin 
LADYHAWKE 


Director Richard Donner 
Producer Richard Donner/ 
Lauren Shuler 
Edward Khmara/ 
Michael Thomas/ 
Tom Mankiewicz 
Alan Parsons/ 
Andrew Powell 
Photography 
Vittorio Storaro (A.1.C.) 
CAST 
Phillipe... . 
Navarre 


Matthew Broderick 
Rutger Hauer 
Michelle Pfeiffer 
Leo McKern 


Only one question comes to mind 
after seeing this movie—Why? 
Why was this done to us? Why 
were the American people sub- 
jected to this witless mass of holes 
and embarrassment? Don’t they 
care? How could they do it? And, 
of course, the important question 
that ties it all up, once again— 
Why? 

|f this seems strong, it isn’t near- 
ly as strong as | felt after | stag- 
gered from the screening. Maybe 
my expectations had been high—it 
isn‘t every day you get to see Rut- 
ger Hauer decked out like the 
Shadow, fighting like Doc Savage, 
and moving across the screen as if 
he were John Carter of Mars. It 
isn’t every day you get a new 
Richard Donner fantasy, either 


(come to think of it, it isn’t every 
day you get any big-budget fan- 
tasy films, for that matter). 

But, it also isn’t every day you 
get to see a sword & sorcery film 
with a disco beat. The ruining fac- 
tor within this movie is its sound- 
track; of that there is no doubt. 
There is no way to take a movie 
seriously if you can’t take its tone 
seriously, and you can’t take its 
tone seriously if you're groaning 
at the soundtrack. 

Debates on the score aside, how- 
ever, it is not only the music 
bringing things to a halt. The 
amount of comedy laced through 
the script grows a bit threadbare 
by the halfway point. Getting 
across the notion that Phillipe is 
clever with a phrase is one thing, 
making an entire movie the screen 
test for Matthew Broderick’s 
comic timing is another, 

The film lacks heart; of this 
there is not the need for any dis- 
cussion, It rambles from one 
Frazetta-like scene to another, 
trying to make a total experience 
out of rambled memoirs. Like the 
class jerk, Ladyhawke has no 
notion of studious attention to 
detail, no thoughts at all outside 
of doing anything for a laugh, no 
matter what might be happening 
near by. 

It is extremely well filmed, but 
not very well thought out. And, 
although this isn’t the,first time 
such a thing has happened, one 
gets to the point where such pro- 
ductions go beyond a shake of the 
head and a shrugging, ‘Oh, well.” 


RAMBO 
First Blood Part II 


Director . . . George P. Cosmatos 
Producter Buzz Feitshans 
Screenplay. . .Sylvester Stallone/ 
James Cameron 

Jerry Goldsmith 

Jack Cardiff 


Sy/vester Stallone 
Trautman ... . Richard Crenna 
Murdock Charles Napier 

Julia Nickson 

Luckily, some filmmakers still 
know how to take things serious- 
ly. Some have actually said things 
were taken a bit too seriously in 
Rambo. This, | suppose, is only a 
matter of personal degree. 


Copyright © 1985 Warner Bros. 
and Twentieth Century I’ox 


. a 
Sy/vester Stallone portrays 
Rambo, a Vietnam veteran who 
returns to that country to seek 
out P.O. W.’s still held captive. 


Copyright ©1985 Tri-Star Pictures 


In First Blood, where Stallone 
created the character of Rambo, 
the implied message seemed to go 
by a lot of people. Rambo was 
meant to symbolize the entire 
Vietnam experience, The small 
town trying to ignore him was all 
of America, working to turn its 
back on a place it did not wish to 
remember, and the men who 
fought and died there; moreover, 
it also symbolized an America 
wishing to turn its back on those 
who fought and survived. First 
Blood was a subtle picture, work- 
ing to open the American con- 
science to the fact that it was 
treating its returned warriors 
rather shabbily. It didn’t work. 
The film was ignored and con- 
demned, mostly by folk too thick 
to pick up its message, or too 
frightened and ashamed. 

There is little chance of that 
happening in Part //, however. 


LADYHAWKE 
RAMBO: First Blood Part Il 
A VIEW TOA KILL 


Stallone has thrown subtlety out 
the window, hammering his mes- 
sage home. In one of the most 
breathless, stunt-packed movies in 
recent history, Rambo is released 
from prison, armed, and sent in to 
confirm the government's 
appoved message that there are no 
more P.O.W.s alive in enemy 
hands. Of course, he finds out dif- 
ferent, and there is hell to pay 
when he realizes he was set up to 
die if he didn’t follow the com- 
pany line. 

Being Rambo, however, he does 
things his way, and keeps on sur- 
viving, no matter what they try to 
do. This time, though, the sym- 
bolism works. Maybe it is only 
the recent attention to the 10th 
anniversary of the troop pullout 
from Vietnam, but the film seems 
to be making its desired impact. 
The attitude within boils to the 
surface throughout the picture, 
especially in the dialogue, as when 
Rambo asks, “Are we going to be 
allowed to win this time, sir?” 

Beyond its usefulness as a 
national purging, however, 
Rambo is also a terrific action pic- 
ture, Cardiff’s photography is bet- 
ter than ever. He has unleashed 
his style with a vengence, using 
the screen as a canvas which he 
has decorated as cleverly as it is 
possible, His storytelling techni- 
ques here are some of the finest 
we've seen from anyone in quite 
some time. Goldsmith’s score is 
strong and original, the best work 
he has delivered in quite a while 
as well, 

But that is the way with every- 
thing in Rambo. All of its facets 
come together everywhere they 
are supposed to. Care was taken 
here, with every piece of dialogue 
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= Sa 37, 
Rambo is comforted by Co Bao (Julia Nickson) a young Vietnamese 
agent who aids the Vietnam veteran on his mission. 
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with every nuance of the script. 
Unlike the clunking Ladyhawke, 
where at no time does everything 
work at the same moment, every- 
thing works all the time in 
Rambo. And, sadly, it cannot be 
said that Rambo wins out through 
superior skill. Granted, its cast 
and crew are a talented bunch, 
but not so much as to overshadow 
those of Ladyhawke, 

The simple answer is that those 
making Ladyhawke were only 
making a movie. Those making 
Rambo were making something a 
little bit more that that. 


A VIEW TOA KILL 


Director John Glen 
Producer. . . Albert R. Broccoli/ 
Michael G. Wilson 
Screenplay. . . Richard Maibaum/ 
Michael G. Wilson 
John Barry 
Alan Hume 
CAST 
James Bond Roger Moore 
Max Zorin . . Christopher Walken 
Stacey Sutton. . . Tanya Roberts 
Grace Jones 
Tibbett 
And finally we have another 
group of also equally talented 
people who made a movie one 
gets the feeling was very impor- 
tant to them. 


For years, Broccoli and com- 
pany have had to face the same 
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narrow-minded wall every time 
they released a new James Bond 
film. Legions of Connery fans 
would start months ahead of 
schedule, getting up their resent- 
ment in advance. Granted, they 
had good reason. 


Sean Connery himself left the 
series because he did not like the 
direction it was taking, Too many 
jokes, too many gimmicks and 
machines and special effects, all 
taking away from Bond and the 
serious spy tone of the pictures. 
In Dr. No and From Russia With 
Love, he built a violent, savage, 
self-reliant, and somewhat sadistic 
Bond who fired the world’s col- 
lective imagination. From Go/d- 
finger on, though, the films 
became less and less like the two 
blockbusters that started the 
whole ball rolling, and Connery 
wished no part of it. 


Not so picky, deciding working 
was better than not working, 
Roger Moore stepped in and filled 
Bond's shoes. Fans of the series, 
angry over Connery’s removal (to 
this day there are people who still 
refuse to understand that Con- 
nery flatly refused to do any 
more 007 films), resented Moore, 
no matter what the caliber of his 
performance. This feeling coupled 
with the increasingly silly attitude 
taken toward the films, produced 
a series of Bond movies which 


As May Day (Grace Jones) holds Stacey Sutton (Tanya Roberts) 


and 007 (Roger Moore) at gunpoint, Max Zorin (Christopher 
Walken) amuses himself by describing a twisted plan for murdering 


his adversaries. 


made lots of money, but which 
no one took seriously, and those 
connected with it considered it 
only as a means to a paycheck, 
and not part of their best work. 


Not so with A View toa Kill, 
Roger Moore doesn’t have to take 
abuse from Connery fans any 
more, With View, he has his own 
From Russia With Love, and the 
only thing anyone can say is, it’s 
about time. 


View still has some of the goofi- 
ness; there is a submarine made in 
the shape of an iceberg, and a car/ 
blimp chase, but they are short, 
acceptable bits for those who 
wish they weren’t there, and a 
small concession to those who 
want the movie filled with such 
things. For the most part, View is 
a highly serious, well-thought-out 
espionage thriller. It re-establishes 
the fact that Bond is actually 
licensed to kill, a somewhat 
frightening concept if one really 
stops to think about it. It pro- 
vides us with a Bond who doesn’t 
rely on other agents, the police, 
or a basketful of nuclear-hand- 
grenades-in-the-cuff-links type 
gizmos. He relies on himself, on 
his own muscle, savvy, determina- 
tion and skill. He is again the fast- 
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on-his-feet, rough-and-tumble, 
quick improvising, super agent 
that all the hoopla was started 
over in the first place, 

And, besides the right spirit 
being shown Bond, the same can 
be said for everything in the pro- 
duction. The villains are Bond vil- 
lains—sneering, self-confident ego 
maniacs who just simply know 
they are going to win. The loca- 
tions are as lush as ever, the stunts 
are as brilliantly thought out, and 
the thrills are still as breath-taking 
as possible. 

There is a fierce pride in what is 
going on inA View to a Kil/ that 
has been missing in the Bond 
series for a long time. Roger 
Moore has fought since the first 
picture for just this kind of an 
end result. Looking over the 
Bonds he has been in, one could 
see this end result coming. If 
Moore hadn't kicked and com- 
plained the way he did, every one 
of them might have been as dread- 
ful as The Man with the Golden 
Gun. Luckily, British determina- 
tion won out in the end. For all 
those people who swore they‘d 
never enjoy a Roger Moore Bond 
film, here’s an open invitation to 
stop at my house for a big plate 
of crow—mine was delicious. O 
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A LETTER FROM 


GIGI 


Dear Tadashi, 


Darn, missed yet another 
ORIGINS. United Air Lines had a 
strike at the last moment and | 
couldn't find another seat any- 
where. Well, | won’t have to 
worry about that this year. | just 
hope the L.A. freeways stay 
open! 

Yet another gamer takes his 
family from the frozen Midwest 
to California, Welcome, DAVE 
ARNESON. When we see each 
other, let’s compare tans! 

Is Chaosium designing a Ghost- 
busters game for West End? Word 
is that the game will! be a success 
if the Ghostbusters // movie ever 
comes out. 

For adventure game fans with 
the Atari, Commodore 64, or the 
Apple |! home computer, the 
Avalon Hill Game Company 
offers Maxwell Manor which com- 
bines 50 animated screens with 
100 variations and 10 skill levels. 

Support for BILL BARTON is 
coming in: Who is GDW, and why 
are they saying all those bad thing 
about him? Is it because Mr, 
Barton calls ‘em like he sees ‘em? 

Remember Coleco, the toy com- 
pany that hired out all those 
adventure game designers to 
develop computer games for its 
ColecoVision? Well, it’s canned 
their computer division and all 
the designers are with other com- 
panies: LAWRENCE SCHICK is 
now a member of a computer 
game design group, ARNOLD 
HENDRICK is with the Avalon 
Hill Game Company leading their 
computer game division in a new 
direction, PAUL JAQUAYS and 


Adventure gaming news 
and gossip from the 
nosiest gamer-reporter in 
the world, Miss Gigi D’Arn 


DENNIS SUSTARE are with a 
much smaller company as compu- 
ter game designers. 


Rumour says Ca// Of Cthu/hu 
gamemasters are getting soft. He 
reports of low character kill rates. 

Could it be true? Chaosium’s 
HeroQuest will be published in 
late 1986? Who's setting up the 
Geo Lottery? My bet is that 
they'll miss all deadlines and 
make it in 1987. 

There is official confirmation 
from Flying Buffalo that their 
Sorcerers Apprentice magazine 
has discontinued publication. 

TSR does it again! GARY 
GYGAX has been kicked out as 
chief executive officer. He still 
has an office there but he is, in 
effect, under seige. 


What will this do to the status 
of DAVE ARNESON's Black- 
moor Campaign which was origi- 
nally announced by Mayfair, but 
pulled when GARY GYGAX 
made a better offer? 

The thing | like about gamers, 
they need other people with 
which to play games. 


| PREMISES 


PROTECTE 
BY 


ON BEHALF OF MYSELF AND 
MT COLLEAGUES, AIAT L 
WELCOME You To Our ZLSLCAND. 


ANNO, “WH, BY ANY CHANCE ARE 


You AW Aul0o a aida a 
GAME PLAYER Too? 


Vital Stats: Congratulations and 
a blissful marriage to BILL 
WORZEL of Timeline for his mar- 
riage to LESLIE SOBEL. 

Now that Sleuth’s Gumshoe is 
out, where is Mayfair's Ellery 
Queen Game? Any why does 
Mayfair have Sam Spade on the 
prototype box cover? 

Palladium has sold 7000 Teen- 
age Mutant Ninja Turtles role- 
playing game in three weeks? 
What is this thing called Adven- 
ture Gaming coming to?... And 
wait until you see its first supple- 
ment, After The Bomb. 


| 
b: 


MW 


WHY DIDAST 
You TELL ME 


BEFORE I 
WELDED You IN?!? 


Things | would like for X-mas: 
Victory Games’ Villains, a James 
Bond 007 supplement; and KEN 
ROLSTON's Trail of the Black 
Sword supplement for Storm- 
bringer by Chaosium. 

| haven't seen Hero Games’ 
Danger International yet, have 
you? 

I'm personally looking forward 
to seeing West End's /mperium 
Romanum /1°(“‘Over 30 scenarios 
span seven centuries, . ."") and 
The Next War In Europe. | would 
like to request a solo version of 
Pax Brittanica. 

Who is Dark Horse? And what is 
3 Skeletal Children On Tricycles 
With .357 Magnums? 

One of Mayfair's many DC 
Heroes role-playing game supple- 
ments, Batman, will be by award- 
winning MIKE STACKPOLE. 

Grenadier Models will manufac- 
ture the official DC Heroes mini- 
atures, 

Have you seen Pacesetter’s Eve- 
nings Of Terror With Elvira? \t 
wins my award for bad taste, 

Iron Crown Enterprises 
announces two Middle Earth Role 
Playing supplements: Haunted 
Ruins of Dunlendings, taking 
place in the mountains of western 
Middle Earth, and The Riders of © 
Rohan, featuring layouts of 
Gondor’s Edoras, Dunharrow, and 
Helm’s Deep. 

Gamers never die, they just look 
that way. 

Quote of the month: “I'm 
resolved to the fact that my 
tombstone will have a typo.” 
—Steve Peek. 


Love, 


v 


P.S.—Please note my change of 
address, pass on all juicy tidbits 
to Gigi D’Arn, c/o Different 
Worlds Magazine, 2814-19th 
Street, San Francisco CA 94110. 
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ALL THIS TIME-- 

iT WAS RIGHT 
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TEENAGE MUTANT 
NINJA TURTLES 
(and Other Strangeness) 


The possibilities are endless! Whether you want to play straight 
comic book super heroics, post-holocaust mutants or frantic 
funny animals it’s all here in one book. 


Now you too can transform ordinary house pets into the super- 
heroes of tomorrow. From the family feline or hamster, to lions, 
tigers and bears, you can create the most unusual superbeings in 
the annals of history. 


Teenage Mutant Ninja Turtles & Other Strangeness loyally 
adapt the comic book with each character, from Raphael to Casey 
Jones, depicted complete with background and abilities. 


Highlights include... 

© A complete NEW game! 

© Compatible with Heroes Unlimited. 

@ Endless animal mutation possibilities. 

® Dozens of characters, villains and heroes. 

@ Several adventure scenarios and scenario ideas. 

e@ An all NEW eight page Ninja Turtle comic strip done espe- 
cially for this book along with dozens of illustrations by 
Eastman and Laird. 

@ 82x11 Trade Paperback. 

@ $9.95 (post paid) 


The Justice Machine” 


Palladium Books brings to life the world of comic books with 
its adaptation of the Justice Machine! Every aspect of the comic 
books are described for your game use. The corrupt, evil govern- 
ment of the alien world of Georwell; the secrets of all its heroes 


and villains; surprises and adventure. Each character is designed for 


your immediate use as a playing character in the Heroes Unlimited 
game system; fully developed with powers, goals and extensive 
personal profile. $14.95 (post paid) 


HEROES UNLIMITED" 


Despite all the other superhero games on the market Heroes 
Unlimited is still the only game that covers every aspect of the 
comic book hero. Only Heroes Unlimited“enables you to build/ 
create a robot or cyborg, in addition to superspies, psionics, aliens 
and mutants. Comprehensive skills, education and background 
enable you to create three-dimensional characters that grow and 
develop. Guess-work superpowers are replaced by exact power 
descriptions. Combat is quick, clean and playable. 


Highlights include... 


Steranko Cover 
Weapons and equipment. 
Robotics 

Bionics 

Psionics 

Spies 

Mutants 

Aliens 

Special Training 
Superpowers and skills 
An introductory adventure scenario and more! 
© $14.95 (post paid) 


Complete 1985 Catalog 


Send 50 cents for postage and handling to receive the com- 
plete catalog for information on our other fantasy, superhero and 
science fiction role-playing games and suppliments. 


Palladium Books” 
Dept. D 

5669 Casper 

Detroit, Michigan 48210 


Capture and bring to life the entire 
spectrum of comic book heroes! 


VILLAINS 


Are you and your players ready to challenge some of 
the Deadliest Foes ever to threaten the 
World of James Bond 007? 


Energize your James Bond Campaign with seven new and 
original Major Villains and Bond’s long-time nemesis, SMERSH. 
Each Major Villain presents a new challenge for your players 
as they try to thwart his plans. Further test players’ intelligence 
and survival instincts against SMERSH, with its fierce motto 
“Death to Spies.” 


Fully illustrated, this Gamesmaster’s supplement contains full details 
of the Major Villains’ backgrounds, organizations and mad power 
schemes. Fortress descriptions, complete with illustrations and 
detailed floorplans, allow you to run adventures within the heart of 
the Villain’s lair. Privileged Henchmen, Technicians and Beautiful 
Foils are included for you to build entire adventures quickly and 
easily. Full descriptions of SMERSH agents are included along with 
a complete adventure to introduce SMERSH into your campaign. 


JAMES BOND 


077 
AVIEWA KILL 


M.I.6 operative 004 is missing. His assignment was 
to infiltrate deep into the Soviet Union in order to 
retrieve a stolen microchip that is vital to England’s 
national defense. But the stolen microchipisjust the 
tip of the iceberg — there is aconspiracy afoot that 
could disrupt the world’s economy. 


You must travel to the frozen Siberian wasteland 
where the killing cold and the ever-present KGB im- 
peril the search for agent 004 and the stolen 
microchip. If you survive, you will be assigned to find 
outhowthe microchip fell into Soviet hands. Aseem- 
ingly routineinvestigation takes on adeadly twist as 
you uncover amadman’s powerlust! From high atop 
the Eiffel Tower to the villain’s airborne headquarters, 
you will discover the meaning of what itis to go from 
A View to a Kill. 


A View to a Kill 


Adventure Module 


$7.95 


AVIEW™A 


Based on the latest James Bond 007 Movie! 


$15.95 


Villains 
Supplement 


The Villains Supplement contains: 

e An illustrated 80-page booklet 
detailing the seven new Major 
Villains. Fortress descriptions, 
illustrations and detailed floorplans. 

e M.I.6 Dossier Sheets describing the 
Villains for the players. 

e 24-page SMERSH adventure with 
tear-out mission sheets. 


KILL 


A View to a Kill Adventure Module 

contains: 

e Anillustrated 48-page Games- 
master’s Guide with complete 
instructions on running an 
adventure. 

e AnAgent’s Briefing Dossier from 
M.I.6 with 8 Mission Sheets that 
provide clues and maps for the 
players. 

e Astand-up screen containing a 
map of the San Francisco Bay 
Area and floorplans to the Major 
Villain’s chateau. 
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